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JOIN THE GAME CREATORS 

Now you can learn how to write your own video games 

Complete buyer's guide to games , computers, joysticks 
( Nam Rood blows away the secrets behind the top games) 
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Super Mario Kart. 

No faster fun on wheels. 



Will you ever reach the end? 







M-ism-izort 



W ©V© Invited the Humanosaurs - Brad and Deena - to score the very best and latest games for your machine. Of 
course, we’ve had to ask Andy and Violet to keep an eye on the pixelised duo. Whatever the case, you can be 
sure to find the most accurate reviews of all the latest software inside this issue of Bad Influence! Take It away guys! 


N ow we get to see just how well you know your games 
in our five massive competitions with prizes totalling 
squill ions of pounds. We've got nearly every video game 
machine you could ever think of up for grabs - 10 lynx, a 
Neo-Geo, Commodore A1200, Super NE$ with 
Streetfighter II and three Mega Drives. Phew! 


I t's not all games, games, games you know. The 
limitations on computer technology is, well... limitless 
and we’ve got all the latest news from around the world 
on the very latest developments. And if you ever 
dreamed of writing your own video games we’ve the 
perfect guide to get you started, as well as a 'secrets of 
the trade' look into animation. But it doesn't stop there! 
We interview the totally mad, crazy t wild, wacky but very 
lovable king of cheat city, Nam Rood, and take a closer 
look Into the backgrounds of the TV show’s hosts - Andy 
Crane and Violet Berlin, 


1 993 is now upon us and software development is 
looking very exciting - for everyone. The good news is 
that software is getting bigger and better, the bad news is 
you'll have to wait. But fear not, we managed to get 
screenshots of some of the hottest titles planned for future 
release from such software giants as Psygnosis, Core 
Design, Virgin and Electronic Arts, look into our crystal 
ball... 
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Y ah, you squirmy toads! Nam Rood 'ere, *Ave I got 
loads of hints, tips and solutions or what? I know that 
you lot out there can’t play games as well as me but I've 
been persuaded to help you out. If you're havin' trouble 
with Fate of Atlantis, Bart's Nightmare, Tasmania, Shadow 
of the Beast or Dr Franker! you've come to the right place 
'cause I know everything. I've even scoured the shed for 
cheats so If ya can’t work It out logically - cheatl Heh, 
heh! 


AMI Ch ACTION; Alan Bunker, 

Huw Mettiar^Smith, Sieve McNally 
ST ACTION . Jason Dutton. Brad Burton, 
Paul McNally 

SUPER ACTION Steve Atherton 
OB ACTION: Sharon Greaves, Andy Sharp 
PC HOME: Lance Concarvnon 

COVER DESIGN.; Alex Jeffries 

While Eoropmss does its best to ensure 
that air information contained within the 
editorial and advertising is correct, we 
cannot be held responsible for any 
omissions or Inaccuracies. No pari of this 
magazine may be reproduced without 
written permission. 


Derek Meakiit - Group Chairman 

Nadia Lawler - Advertisement Manager 
Steve Darragh - Advertisement Manager 
Ian Kenyon - Advertisement Executive 


I f you're thinking of buying a games machine, or just 
want to find out about the latest accessories, games or 
joysticks, head for our buyer's guide. It features a 
comprehensive run-down of the games machines 
presently on the market and their capabilities, and a 
report on the latest joysticks and accessories. With our 
buyer's guide, you’re guaranteed to make the right 
purchase! 


David Wren - Circulation Director 
Distributed by COMAG 


ARE YOU BEING INFLUENCED? 


W elcome to the second issue of the Bad Influence! magazine. I hope 
you r ll enjoy reading the "behind the scenes" stories, and want to keep 
the hints, tips and review sections for future reference. 

The TV series has been very successful, with over 
four and a half million viewers each week. One of 
the best things for us has been to discover how many 
girls are watching the programme - in fact nearly 
half the audience is female. The general feeling in 
the computer industry before we started was that 
"girls aren't interested in video games! 11 . Clearly 
they are; and having a games buff like Violet on the 
show, and such good female reviewers on our panel, 
is helping to change the preconceptions. 

We've also been surprised and pleased at all the 
letters we’ve received here in the office, there was A 

even a Christmas card for Nam Rood! We pay a lot of H. 

attention to your comments and criticisms, and 
several of the items in the programme have been 
suggested by viewers. 

Each episode of Bad Influence 1 is recorded in the b ^ l n f | u e n c c , 
studio on a Wednesday. We designed the studio so 

that the audience can play on all the machines that we have around. They 
often have no idea about the content of the programme because they never 
listen to the items - they're all too busy trying out the Neo-Geo. (Mind you, 
Andy spends most of the rehearsal playing on his Game Gear!) 

We are hoping to start the next series of Bad Influence! In October. In the 
meantime, you can keep watching us on GMTV on Thursday mornings - 
and keep an eye out for more issues of the magazine. 

As Nam Rood would say; happy furtling! 
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Going loco i 


Dressed to thrill! 


Japanese men have very strict ideas about how women 
should dress and how they should behave. One person who 
definitely does not fit in with these ideas is Ms Violet Berlin* 
But on the Japanese trip, Violet stuck to her guns and 
taught the Japanese a few things about accepting other peo- 
ple as they are, 

“Some of the people who we had to get 
past to see the President of Sega were 
always asking me to change my outfits" , 
she told Bad Influence! magazine. “They 
wanted me to wear dresses* I fold them I 
didn't have any. In fact I did have one 
j with me - bu t it wou 1 d pr ob ably have 

offended them as much as my other out- 

III till fits. 




Shocked 


T ail “In any case, I didn't see why I should 

change to suit them. I was quite insulted 
when they told me not to wear my leather 
jacket. I realise that there is a culture dir 
ference between Japan and England. 
What I was wearing was in no way inde- 
cent, but I think they were a bit shocked. 
It was just not what they were used to. 

"They asked me to apologise for my 
clothes but I didn't think it was my place to 
do that. They should learn to put 
up with things they may not approve of. 

"When I actually got to see Sega’s President, 
Mr.Nakayama - he's pictured with me on the left - he didn't 
care at all what I was wearing, I thought he was great" * 


It may look easy on the 
screen, but it’s surprising 
how much trouble you can 
get into making even a 
brief TV slot - and the 
Bad Influence! programme 
on Sega in Japan was no 
exception. A working trip 
to the other side of the 
world sounds glamorous 
and exciting, but for 
Violet Berlin and series 
producer Richard Maude 
it almost turned into a 
lesson on how to go loco 
in Tokyo. 


J apan is the centre of the electronic 
universe and the source of nearly 
all our video products, so it was 
not surprising that this country figured 
strongly in the early planning stages of Bad 
Influence! 

When Sega invited the Bad influence! 
crew to join in the launch of Sonic 2 it was 
an ideal opportunity for a first hand view 
of what Japan has to offer - and what 
Britain may get in the future. 

So on October 18, 1992 Violet and 
Richard boarded their Virgin Airways 747 
jumbo Jet at Gatwick Airport for the twelve 
and a half hour, non-stop flight to Narita 
Airport, Tokyo, 

Despite some 
planning meetings 
with Sega staff in 
this country it was 
still a 12,000 mile 
trip into the 
unknown. *lt was 
at 35,000 feet that 
we got our first 
taste of Japanese 


food", said Richard. "We had chosen a nice 
meal from the menu, but when the trolley 
got to us, it had run out of Western food, 
W r e were each faced with a plate of stuff 
that we didn't recognise. It was full of 
squidgy things with funny textures and we 
ended up leaving a lot of it and filling up 
with sandwiches". 

Having left at 3pm English time, they 
arrived in Japan 
at 11am the fol- 
lowing day, 
allowing for an 
eight hour time 
difference. "The 




sheer size of Tokyo was daunting", said 
Richard. "There were traffic jams every- 
where so travelling even short distances 
took a long time.". 

It was on the trip from the airport that 
Richard and Violet got their first taste of 
the honesty in Japan - a country where 
crime is virtually non-existent. Violet left 
her makeup bag in the taxi - a serious situ- 


ation for a television presenter. They called 
the taxi company with little hope that they 
would get it back but it was soon returned 
safely to their hotel. 

Realising that language differences could 
cause them problems, Richard had 
arranged for the Bad influence! filming to 
be done by an English cameraman, 
Christopher Fryman, who lives in Japan 


and speaks the language. But because japan 
works on the NTSC television system and 
Britain is on the PAL system, it was safer 
for Bad influence! to take their own cam- 
eras along. 

So in addition to their own luggage, a 
tired Richard and Violet had to lug £40,000 
worth of equipment with them - making 
sure it was all properly stamped by customs 


M* 









so they could get it back to Britain without 
paying duty. 

"It seemed a bit silly because we were 
taking the Sony cameras back to the coun- 
try they had been made in", said Richard. 
"It gave a new slant to the old saying ‘tak- 
ing coals to Newcastle'". 

The biggest problem for Bad Influence! 
was the strict way in which the Japanese 
stick to their schedules and appointments. 
Sega had drawn up an itinerary for the 
Press visit, but it was geared to the needs of 
newspaper journalists on the trip rather 
than television crews. 

"My natural tendency is to get as much 
done in as short a time as possible", said 
Richard, "Filming is a demanding process, 
and it's hard to keep your energy levels up 
if you move too slowly. Sometimes the 
Japanese schedule seemed painstakingly 
slow! 

TVying not to offend 

"We met a French film crew who had spent 
nine days there shooting a 13 minute film. 
We were hoping to get 10 minutes out of 
two days filming. 

"The Japanese were as flexible as they 
could be but we were left with very little 
time to plan what we wanted to film. We 
had to stick to their schedules as much as 


possible because they would have been 
offended if we didn't. It is important to be 
respectful in japan". 

The first visit was to the research and 
development division of Sega in the Tokyo 
suburb of Haneda where they met head of 
the Sonic project team, Mr. Kanari. 

Meeting Mr Needle Mouse 

There Richard and Violet saw the original 
drawings of Sonic The Hedgehog or 
"Mr, Needle Mouse" as he is known in 
Japanese (see below). 

They also stumbled over a possible 
future Sega character when they noticed 
drawings of a female hedgehog, but that 


Violet goes shopping; In 
Electric City every shop is an 
Aladdin's cave of electronic 
delights to excite Western 
visitors in Tokyo, 


was where the secrecy surrounding Sega 
developments took over. When they later 
asked to see the drawings again, they were 
not available. 

So who knows? Sonic 3 may be getting a 
girlfriend! 

That night, Richard and Violet paid a 
visit to Akihabara - Toyko's Electric City 
which is lined with shops selling just about 
every video product or elec* 
tronic gadget ever made. 
Back at Sega the fol* 
lowing day, they had an 
exclusive preview of the 
Mega CD which is out in 
America now but is due 
to be in Britain in 
February. 

It uses compact discs 
which can be packed 
with information to 
make games much more 
exciting. One of the first 
is Night Trap which 


includes film of real people show rn on a 
small square within the screen. It's a 
Ciuedo type mystery game set in a wine 
facton^ where they are bottling blood. 

One of the high spots of the trip was an 
interview with Mr, Nakavama, the 
President of Sega, "He had not been told 
that w r e were from a children's programme 
and a very formal interview had been 
agreed with Violet asking the questions on 
behalf of the British journalists", said 
Richard, 

"At the end of the press conference, Mr. 
Nakayama said that he didn't think British 
children would be very interested in what 
had been said, so iwe were invited back the 
following day to interview him again. Even 
though he was the big boss of Sega, he was 
the most approachable man we met in 
Japan. 

Tasting a new drink 

"Although he had spoken only in Japanese 
during the formal interview* at the second 
meeting, he answered our more general 
questions in English. He said he hoped 
English children would be happy with 
what Sega has in store for the next year 
and told them to keep buying Sega". 

While filming a piece on Sega's arcade 
games, Violet and Richard had their first 


taste of the new fizzy drink 
Sonic Tonic before interview- 
ing Michael Arias, a graphic 
artist from New York who is 
involved in the development of 
a new machine called the A3L 
It seats eight people who become passen- 
gers in a police vehicle chasing the bad 
guys through a very high quality video pro- 
jection of Tokyo in the year 2054. The AS1 
should be in this country in 1994. 

And they saw another hair-raising ride 
machine, the R360, where you are stopped 
into a fighter plane and actually go upside 
down. This was ai Sega's latest arcade at 
Roppongi which has four floors and fea- 
tures many new arcade machines. 

It is part of the new Sega plan to get 
away from the grubby image of arcades by 
providing bright and clean places where 
the whole family can go to have fun. The 
first of these type of arcades is due to open 
here in Bournemouth in the summer , but 
Sega are already involved in a joint arcade 
project at Hamley's in London. 

Later in the trip, Richard and Violet 
found more surprises awaiting them on 
the Japanese food front 
" We went out for a huge meal and the ' 
first course consisted of things that looked 
like noodles", said Violet. "We didn't eat 
much but another reporter w r ho was with 


Sonic socks it to ’em... 


Everyone who plays video games 
knows Sonic - one of the most popular 
games characters of the decade. Bui 
how was Sonic born? 

Bad Influence! magazine tells all, 
Sega held a comp any -wide contest 
for all its employees who were 
asked to submit ideas for charac- 
ters that would star in a new game 
and also become a new company 


How it all 
began . . . 

These are the very first 
sketches of “Mr Needle 
Mouse”. When colour 
was added (right) he 
became Sonic - the cute 
hedgehog we all know 
i and love 


mascot. They received 100 entries and 
the winner was produced by a 20-year- 
old graphic designer from Sega’s 
Consumer Products Research and 
Development department. It was a blue 
hedgehog called Sonic, 

Sonic was created to knock out 
Nintendo^ top character Mario. Key 
points about him were that he was fast 
while Mario was slow; he was cheeky 
where Mario was a 
dodgy old man; he 
A was cute enough 

^ to appeal to 

women and 

a younger play- 

W ers but had a 

J cheeky style 

f and disrespect 
for authority that 

jA mi men and older 

^pi tW players would 

like. And, of 

% ^ course, he was 

w 


"Sega blue”. 

Sure that Sonic would be a success. 
Sega chose a special team of their best 
people to work on the project. 

The response to Sonic was so great 
that a special international team was 
put together to work on Sonic 2. 
Japanese staff from the original team 
worked with staff from the Sega 

Technological 
Institute in 

P- _ California 

5 p and most of 

^0 the actual pro- 

gramming 
„ and design 


was done in the United States, The 
main goals for the Sonic 2 teamwere to 
make a game that two players could 
enjoy together and afterwards to add 
more characters to what is planned to 
become a Sonic family. 

The result was Sonic’s 
new friend, the two- _ 

tailed fox nicknamed A 

Tails, 


7 ond farewell: Violet waves 
podbye as she leaves Tokyo for 
he journey home after her brief 
dsit to the gamers 1 paradise. 


us ate a whole plateful. He'd quite enjoyed 
it until he was told that it was jellyfish". 

Then, having still not got rid of the jet- 
lag* it was time to board the plane for the 
return journey. 

"In some ways, the trip was a night- 
mare", said Richard. "We wanted to get on 
with the filming, but a lot of the time we 
felt out of control of what we were doing 
because of the difference in cultures. 

"Everything was very difficult but we 
made the best of it and 1 think the final 
film was well worthwhile. I hope the Bad 
Influence! viewers agree". 
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My computer/console is a. 


. ^ $ 


The Lynx 2 is beyond doubt the best hand- 
held machine around. Created by the 
people who designed the Amiga, the Lynx 2 
features incredible full colour graphics on a 
larger than average screen, full scaling and 
rotation abilities and fantastic sound effects. 
Its major forte is that it can be played by 
both left and right handed players due to a 
unique control switch function. There is 
already a massive software catalogue with 


even more products planned. 


Game A is 
Game C is 


.Game B is 
Game D is 


The Atari Lynx 2 is the best hand-held because.. .(no more than 20 words) _ 


Name Age 

Address 


A 


S 


Ask anyone to name the best selling hand-held and they’ll tell you 
about the GameBoy, Ask them which hand-held they would 
ultimately like to have and they'll say the Atari Lynx, 

The Lynx is the most powerful of all the hand-helds and its 
quality can match that of an Amiga, MegaDnve and Super NES - 
something which the GameBoy and Game Gear cannot even attempt 
to do! 


The old Lynx has now been considerably redesigned and looks 
more like something out of a Star Trek movie. It is surrounded by a 
sleek and extremely comfortable black case and includes full colour 
display, incredible graphics, hardware resizing and scaling and 
superb sound effects. With a Lynx 2 you can't go wrong* 


Do make sure your entries reach us no later than March 3 1 , 




So what sort of hand held would YOU like? A Lynx 2, eh? Well, you’ve come to the right 
place because Bad Influence! Magazine, in cooperation with Atari, are offering a Lynx 2 to 
10 lucky winners of this competition. Yes, that’s 10 Atari Lynx 2s up for grabs. 

You'll also receive a free game so that you can enjoy the superior graphics and sound 
of your Lynx 2 immediately. 

All you have to do to enter this fab compo is name four famous Lynx games shown on 
the right, which we've labelled A, B, C and D. Then fill out the tie breaker - in no more 
than 20 words - saying why you think the Atari Lynx 2 is better than the other hand-helds. 
Complete the rest of the entry coupon and send it off to us at: 


Bad Influence l Magazine 
Atari Lynx 2 Competition 
Europe House 
Adlington Park 
Macclesfield SK10 4NP 


• odwoo • odwoo • odiuoo • odwoo • odwoo • o«ocP« oduuoo • odwoo • 
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We go behind the 
scenes to find out 
what the stars of 
Bad Influence! 
are really like 


Maidstone for What's Up Doc? plus 
doing a Sunday radio programme, 
^ And what does he do with the little 
^ spare time that he gets? 

The short answer is "noth- 
ing". He likes to relax in his 
London home with his new 
wife Caroline, Married in 


■ enm work's 
wli.ii it's all iihout 
wlv . u ; «i..iLK : !;J :■ := • 

fl - B flB 

i t |B HH I \ 

A i i d y ( rane ;m d \ ' i ok * \ Berlin. ^^B 
KpK It a hur- ^B 

fl ried lunch in the busv^^B 
T Jikg5 ; 1 Yorkshire TV canteen that 

I Bad Influence! n c 

^* i/ ^ caught up with Atuh and Viold. 

“I was invited 1 m- join Nad Influence! 
by series editor Patrick Tit ley and producer Richard ^B 
Maude, who I have known for a long time", said Andy.^B 
"I first met them when we were all working on the Go^B 
Getters programme and we discovered a mutual interest in^B 
scientific and technical things. 1 was always taking the televi-^B 
sion cameras to bits to see how they worked. "So I came to Bad i 
Influence! from a technical side rather than a games side. 
Although i do play games, i wouldn't claim to have as much 
experience as Violet, 

"1 was particularly attracted to Bad Influence! by 
I its educational dements as much as its coverage 

of computer games. Mine is a general interest in 

computers rather than whether I can get to a cer- 
|y? tain level in Sonic The Hedgehog. 

"just as Interesting to me are the pieces Bad 
Influence! has done on morphing and the use of virtual reality, 
which we saw when we visited the Shepherd School for the hand- 
icapped, The strength of the programme is that it isn't just con- 
sole-bashing". 

Now 28 years old, Andy was bom in Morecambe and started 
his broadcasting career with a four year stint as a disc jockey at 
Manchester's Piccadilly Radio - now known as Piccadilly Key 103. 

■ His television career started in 1986 when he went 
for an interview with the BBC to take over the 
vision continuity links for children’s TV from 
Philip Schofield. He got the job, which he enjoyed 
for four years - complete with Ed The Duck - 
before joining 1TV to present the Saturday morn- 
ing series Motor-mouth. 

In addition to Bad influence! he now presents ITV's live Saturday 
morning programme What's Up Doc? and still finds time for a 
regular Sunday radio slot. 

He's one of the most popular stars of TV. And one of the 
busiest, travelling up to Leeds every week for Bad Influence! then 


Sunday Post. 

"We see so little of each other that 
we really enjoy just being together”, he 
said. "It may sound patronising but we enjoy doing Lj^U 
the normal things like going to the shops JQI 

together. When you don't see your wife for L T ^ 
many days in the week, just going anywhere 
with her is great. Even doing the shopping. 

"Occasionally we will have a computer ObS 
games session on Sundays. We like the two * 
handed games which arc fun to play 
k together". ^^^B 

B Many viewers think that television 
W stars are different in real life than they j 
appear to he on screen, Andy is one person i 
who is just the same off the telly as he is on it. B 
"l am just as 1 am A he said. "What you see is B 
what you get. it's foolish to try :o be some- fl 
thing you're not on television. 

Help from Nam 


Tor example, it l tried to pretend on Rad ■ 

Influence! that I was an expert games pkiyei, 1C 

it would be obvious that I wasn't. I leave that ^B 
to Violet. ^BB 

Tm certainly not an addicted games player. In fact I 1 
don't think addiction is the right word. I know a lot of ' 
kids play games for long periods of time but l think the 
best way to describe it would be addiction with a very 
small "a". 

"I will maybe try three or four times to reach a certain 
level in a game and if I can't 1 get bored very quickly and 
put it down, I may then go back two weeks later and try 
again. But the cheats from Nam Rood have helped me". 

So he can enjoy some time to himself, Andy uses 
trains for his journeys to Leeds for Bad Influence! 


If you could stick a small tornado into 


a leather jack and hotpants then give 


it a bleached, bottle brush haircut 


and a wide smile, the right name for it 


would be Violet Berlin 


Even an old TV hand like Andy Crane says that one of the 
best things about doing Bad Influence! is working with 
Violet. 

“I teach him to be a leopard” joked Violet who happened 
to be wearing a mock leopards km top, 

“I need it”, replied Andy, 

And that sums up a large part of their successful relation* 
ship, 

A bundle of nervous energy, Violet’s a fast talking 
25 year-old with strong opinions who started her career 

in broadcast journalism. 

Her first job in front of the cameras was on the pro* 
gramme Cool Cube where she researched and presented 
her own computer slot. 

H I went for this researching job at Granada TV for Cool 
Cube and the producer said ’you're looking very bright 
today. Have a go at an audition 1 , 1 did and ended up both 
researching and presenting”, she said, attacking a moun- 
tain of canteen chips with the same energy that she faces 
life in general. 

Violet has worked for satellite TV and also presented 
Wild Bunch, a BBC children’s programme all about ani- 
mals. She has written scripts for Wackaday and used to do 
the Wideawake Club for children on TV- AM. And she 
writes a regular games column for The Observer maga* 
zine. 

If vV Bad Influence! I put in for 
flf l a job as a 

" . covered 1 me and I 

ended up present- 

She says Bad 
^ Influence! is just 
# up her street 
■?’ because it gives her 
W the chance to do a 
bit of M crusading" 
journalism. One of 
£ Bp * j J fl, her favourite slots 

told viewers some 
surprising facts on 
just how much it 
costs to run games 
machines from bat- 
teries . 

But Violet's main 
strength on the pro- 
gramme is that she is a 
self- confessed games 
fanatic. She’s even moved 
into the spare room at her 
Manchester home so her 
many computers can take over 
the bedroom. Not surprising 
since the Berlin armoury of 
machines includes an 


From every viewpoint, they’re as 
different as 


chalk and cheese. He’s 
like everyone’s big brother: she’s a 
funky character. He likes technical 
stuff: She’s a games fan. He was 
born near Manchester but moved 
to London: She’s a Londoner who 
lives in Manchester. He’s an 
established TV personality: 

She’s a comparatively new face. 

But the tall and the short of it is 
that they make a great team. 
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games 


came 


“I love playing 
games of all sorts. 
Before computer 
games came along I 
was very much into 
board games. I’m 
addicted to Scrabble 
and I can’t wait for 
the PC version to 
come out”. 


“Video games were not around so 
much when I was younger 11 , she 
said. "Boys used to play them in 
arcades but as a girl, I didn't real- 
ly want to join in, 

“I think iVs changed a lot now. 
And when the sort of arcades they 
have in Japan come over here, it 
will be even better. They 1 re much 
cleaner. Better places for family 
entertainment. 

“I really like platform games. I 
don’t like beat’em ups or flight 
simulations but I do care for 
shoot’em ups. You could say 1 
like the best of all games 11 . 

So what’s her reason for this 
strong attraction to gaming? 

Waving her final chip in the 
air on the end of her fork, she 
pondered the question, popped 
the chip in her mouth and came 
up with the simple answer: 

“It’s fun 11 . 

And with a flashing smile, 
she dashed off to the make-up 
department to prepare for 
another afternoon of Bad 


along I was very much into board 
games. I'm addicted to Scrabble 
and I can't wait for the PC version 
to come out. I also like the Indian 
board game Porches! 1 *. 


Violet was so keen 
on t he board game 
Colditz t hat w hen 
she was touring 
Eastern Europe on 
holiday last year, 
she actually went 
to see Colditz castle. 


but to safeguard his privacy he does 
travel first class. 

So what does the future hold for 
Andy? Will he stick with children’s 
programmes or, with his interest in 
technical things, would he like to 
go on to programmes like 
Tomorrow's World? 

"1 have never had a great plan of 
where my life is going", he told Bad 
Influence! magazine. "Some people 
can get very intense about TV and 
show business in general but Tm 
not like that. So far I have been very 
lucky. I have never had to compro- 
mise. When one contract has come 
to an end someone has always 
offered me something else. 

"At some point 1 may have to think 
about the long term direction in 
which I want to go but l r m only 28 so 
that is some time off yet. I just keep 
plodding along making a good living 
with shows that I enjoy doing"'. 

He is looking forward to having a 
bit of a rest next summer, but he did 
admit to having one big ambition, 

“I want to be a 
dad”, he said. 

“But perhaps 
you had better 
talk to Mrs. Crane 
about that”. 
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American Super NES, a British 
Super NES, a plain NES, 
Gameboy, Gamegear, Lynx, 
Master System II, Sega 
Megadrive , a PC , an Amiga and 
an Apple Mac. 

"I used to have a nice bedroom 
but when I got all these 
machines, I moved out into the 
box room and left the hedroom to 
the computers and to use as my 
office", she said. “They've also 
taken over the sitting room where 
I have the consoles by the TV”. 

Even when she’s not in front of 
the Bad Influence! cameras, 
Violet can be found hashing away 
at new games on one of the stu- 
dio’s many computers or con* 
soles. 

And when she’s not in the TV 
studios, Violet’s other work 
means that she spends many 
hours playing games at home. 

"Some of my friends think it's 
boring just play- 
ing games all 


if I tried to 
pretend on 
Bad Influence! 
that I was an 
expert games 
player, it would 
be obvious that I 
wasn’t. I leave that 
to Violet. 


day but I 
always wanted 
to work from 
home", she 
said. "Other 
people go into 
an office and 
spend seven 
hours a day sit- 
ting at a desk. 
And they’re 
often doing 
something bor- 
ing. At least I 
am doing 
something I 
enjoy. 

"I love playing 
games of all 
sorts. Before 



The Battle is about to begin! 

The year is 2636 and Earth is faced with the threat of a 
massive invasion. The mad, mutant alien rebels are back 
with a vengeance, looking for their revenge - the anihilation 
of the human race. 

Earth’s only hope is the PROBOTECTOR, the strongest 
fighting robots in history, but will they be enough? Can they 
destroy these miserable mutants in time to save the world.. 
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Distribution: Bartdaj UK Ltd. (UK), Unrl 26/27 
Fareham Industrial Park, Fareham. Hants PO 16 BXB 
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Exceptional 
games for your 
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influence! 

Welcome once again to 
Simply the Beat reviews 
section arcrandJ Many of 
our readers will have 
bought a new computer 
this Christmas and will 
have completed Sonic 2 
by now. So now’s the 
time to check out those 
new games releases I 
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Hi! It's Brad Humanosaur Here once again, ready to help you decide 
which game© are the ones worth owning now that the Christmas rush 
Is finally out of the way. Youll probably have noticed that we are 
scoring games In the same way as the reviewers on the Bad Influence! 
TV programme do, by using up to five stars to explain what a game Is 
like. And yes, a five star game Is pretty darned good by the wayl Now, 
over to you Peena for the games to come,.. 


Thanks Brad! it's Peena here folks, and under the microscope this time 
are Prakken, Pushover, Super Star Wars, Madden 'S3, Prince of Persia, 
Another World, PGA Tour Golf, Mega Lo Mania, Sonic 2, North and 
South, Reach for the Skies, Indiana Jones and the Fate of Atlantis, 
FFS Football, Alone in the Park, X-Wing, Super Mario 2, Crash 
Pummies, Lemmings, Power Factor, DynOlympice, Indiana Jones and 
the Last Crusade and Super Space invaders! 
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Everything you will need 
to know about the game 
such as price, release date 
and machine format can be 
found in the Information bar 
at the top. 


You It undoubtedly 
notice that we 
use the same 
scoring system 
as the Bad 
Influence! TV 
show. We grade 
games by giving it 
a number of 
stars — the more 


You can check out the 
screen graphics and read 
our opinions of the game, 
by taking a look 
at these individual 
review boxes. 
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reviewed on: 


A long time ago, in a galaxy 

far, far away... You’ve heard 
it all before but now you can 
take part in the epic struggles 
between the Empire, led by Darth 
Vader, and the Rebels, led by Luke 
Skywalker that have made the Star 
Wars movie trilogy famous 
worldwide. Step into your X-Wing 
fighter and prepare to take on the 
might of the evil, galactic Imperial 
forces... 


Wmm 


STAR TREKKING 

The opening sequences to X-Wing are much 
like the movies - a giant Imperial 
Stardestroyer moving slowly through space 
and releasing squadrons of Imperial Tie- 
Fighters - your greatest adversary. 


IMPERIOUS MOVEMENTS 

The Imperial St ardestroy ers have moved close to the 
Rebel battle fleet and are attacking their ships with Tie 
Bombers and Fighters, You and your flight groups are the 
only chance of survival. 
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YOU RE 

The R2 unit slots into the back of the X-Wing and maintains the on-board computers an< 
regulates power to the thrusters, if the R2 unit is hit in combat, flying your craft will 
become harder. The R2 droid can repair even the most damaged of spacecraft. 


TIED IN A KNOT 


The first X-Wing 
squadrons leave 
the safety of the 
Rebel transporters 
and pile into the 
plethora of Tie 
Fighters. Laser 
bolts zing 
everywhere and 
the battlefield 
instantly becomes 
a mass of twisted 
wreckage and 
burning 
spacecraft. Just 
make sure you're 
not in it. 


IMAGE CONSCIOUS 

The data computer will allow you to call up all the specifications 
on the many different Imperial craft presently employed. An 
image of the craft is shown along with all the technical data. You 
can then progress to the battle map where you can ssign 
squadrons and set the attacks on the larger ships. Be careful, 
though - the Imperial army is well stocked with new pilots. 
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X-RATED 

The combat 


sequences are 
fantastic and look 
just like the 
movies. The 
wings can be 
locked shut or 
locked into X-Foil 
position. X-Foil 
position allows for 


a greater target area and you may even be 
able to destroy targets that zoom across 
your view without meaning to. Not only do 
you have to contend with Tie-Fighters but 
also Imperial Shuttle Tyderiums, 




EMPIRICAL EVIDENCE 

Before you can actually participate in the space battles, you are 
shown a quick animated run-down of past events that have 
caused the conflict between yourselves and the Empire. 
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REBEL YELL 


I ts certainly taken its time 
to arrive but I can 
confidently report that the 
wait has been worthwhile. 
LucasArts have always been 
known for their high quality 
software but X-WIng breaks 
ail boundaries. The animated 
sequences are fantastic and 
the simulation side is 
frighteningly realistic and 
extremely addictive. X-Wing 
definitely rates as one of the 
classics In software history. 

Steve White, Bad Influence! 


The Rebel command 
centre is where you 
make decisions on 


computer, prepare 
the R2 units and 
launch the X- Wings, 


how to implement 
best your X-Wing 
fighter squadrons. 
From here you can 
access the data 


X-ELLENT 

The Tie Fighters are extremely able craft but the X-Wing is more 
manoevieable and can switch its lasers mounted on the wing tips into 
an X position, hence the name X-Wing, These can prove lethal. 


publisher: LUCAS ARTS/US GOLD available on: PC [ETBA] 
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llowing its phenomenal 
m* success on the MegaDrive, 
in everyone’s favourite 
American commentator appears 
on the Super NES. Does it score a 
touchdown or is it just another 
incomplete pass? 


HERE WE EO 

The teams are suiting up in the dressing 
rooms, the numerous TV broadcasts are in 
an ad break and the assembled masses 
are in the throws of yet another Mexican 
Wave. The teams take to the pitch, the 
crowd goes wild. Yes, the latest attempt at 
a playable American Football simulator 
has reared its head on the Super NES! 






OLD BDY5 NETWORK 

An excellent feature in John Madden *93 
is the inclusion of the Championship 
Series. This consists of numerous 
'classic* teams from years gone by. 
These teams come together for a clash 
of the titans in a competi tion not that far 
removed from the Superbowl. You can 
choose from classic teams such as 
Buffalo 4 92, All Madden and the Madden 
Greats. This option will give you the 
opportunity to take control of your all- 
time favourite teams, 


HE’S AWAY! 

What a magnificent turn of 
speedl A quick spin, 
hurdle out of the arms of 
the despairing defender, 
then head down and go 
for the comer. You are 
almost in the clear and 
with any luck, you will 
make it for one of the best 
scores you are ever likely 
to see. Then again, he may 
just get hammered out of 
bounds and spend the 
next six weeks in hospital. 





TOUGH DECISIONS 

This choice could mean the difference between winning and losing the game. 
Make the wrong choice, the other team capitalises 
and it will be your neck that is on the chopping 
block. Decide whether you want the wind 
advantage in the first or second half , and take a 
chance. Then it's time to pray that it was the 
right decision. Who would be a football player? 
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SLIPPERY CUSTOMER 

After each score you will be presented with a 
summary of the drive which has Just taken place. 
On this occasion Number 92 proved to be far too 
elusive for the opposition defence and has scored a 
touchdown from a barnstorming run of 29 yards. 
The drive summary will also tell you how 
many passes were thrown in each 
particular possession as well as time in 
possession. 



GOING DEEP 

Three points down, late in the fourth. It’s fourth and ten and you're 
outside field goal range. The ball is snapped, you back pedal as far as 
you dare and then look up to try to find an open Receiver. You notice one 
way in the opponent's half. You draw back your arm and release the ball. 
What happens? The TV broadcast goes to an ad break! Typical! 


HOP SKIP JUMP 

Who ever said skipping was 
only for girls? This shot proves 
that to be completely and utterly 
wrong. An extremely good tactic 
to use when confronted with a 
defender is to wait until he goes 
for your legs and then give a 
little skip up into the air. 
Hopefully, with any luck and a 
little skill the defender will be 
left Raffing wildly in yo ur wake 
and you will be left with a clear 
run to the Endzone. In an ideal 
world that is, of course. 


MASS BRAWL 

Although this may look like a bunch of men 
lining up ready for a huge fight it is in fact a 
very skilful process, the point of which is to 
fool your opposition by making them think 
that you are going to do something 
completely different to what you actually 
decide upon. The Quarterback is able to 
alter the play that has been called . 


PLAYCALLING BLUE5 

When you first play Madden '93 you may find yourself 

bewildered by the 
amount of offensive 
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and defensive plays 
which are available 
to your 

Quarterback. Don't 
worry too much 
though as you will 
soon begin to 
realise which plays 
are best suited to 
your own personal 
style, and when the 
best time to use 
each one is. 


A n excellent updated 
conversion which is far 
and away the best 
American Football slm on the 
Super NES v <Sa^ly, the 
graphics are not as good as 
the Mega Drive version, which 
is a pity, but owners of the 
Super NES can at last stop 
envying it as a result of thi6 
game's appearance. Alt I can 
say Is, Roll on '941 

Steve McNally, Amiga Action 
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POINT AFTER 

Every time you score a 
touchdown you will be 
given the opportunity to 
score an extra point. This 
is done in a similar 
method to taking a field 
goal or a kickoff. The ball 
is placed in from of the 
posts and it is youx job to 
hoof it between them in 
order to be given that 
valuable 'point after'. These are fairly easy and 
are very rarely missed Field goals are a 
different proposition and are often quite difficult 
especially when they are a good distance away. 
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publisher: JVC available on: SUPER NES [ETBA j 




T o most people, the Star Wars 

trilogy of movies paved the way 
for today's stunning science 
fiction films - and now the game is here 
on the Super NES. So the big question is: 
Does it live up to everyone's high 
expectations? Read on... 




FOAMING 

It Is fitting that the Lucas film 
company , who made the 
original movies, are 
responsible for this cartridge. 

In the eagerly-awaited stakes 
this game is moat definitely in 
the foaming at the mouth 
class! It may seem strange to 
convert a film that is years old, 
but if you think about it, 

everybody loves Star Wars and everyone knows what it is! 



reviewed on: 
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DESTROY THE STAR 

Perhaps, not surprisingly, you take on the 
role of Luke Skywalker. As the young boy 
your quest is to ultimately destroy the 
mammoth Death Star - built by the Empire 
and designed to kill things off efficiently, 
It's therefore a tad important that our Lukey 
fulfils his destiny and saves the universe. 
Otherwise there won’t be any scope for a 
sequel will there? 
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LEAPING AROUND 

The game is set out in different sections. The first you T ll 
come across sees you in control of our blond-haired wonder 
as he leaps from left to right killing off stuff all over the 
place! You start off on your home planet (as you did in the 
film) and you must get to your landspeeder. To do this you 
have to get past scorpions and other such nasties! 


CAMERAS DON'T LIE 

Ask yourself how good the graphics are 
on this cartridge, and then look at the 
screenshots for your answer. Star Wars 
certainly looks the part. Characters are 
easily recognisable from the films and the 
whole thing Just looks kke the polished 
and professional product that it turns out to 
be. It really can 1 ! be faulted for 
presentation. 
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SEVENTH HEAVEN 

Once In the Landspeeder, you must zip along killing 
the evil little Jawas who will scoot along with you, 
firing their weapons in an effort to knock you off 
course. You have to wipe out a certain number of the 
little beggars before you can progress onto the next 
section of the game. This is by no means 
easy as they come at you at a tearing 
pace wi th the background scrolling at a 
tremendous rate courtesy of good old 
Mode 7 graphics. 



JAWA HELL 

After you've had a 
good old drive in your 
landspeeder and 
you've killed off loads 
of horrible Jawa slime, 
you'll have to head for 
the huge Jawa 
Sandcrawler (yep. that 
was in the film as well, 
as is everything else 
included in there) . 
Upon your arrival, it's 
time to jump out of the 
landspeeder and back 
to the horizontal 
scrolling section where 
you control Luke on his 
own again. 
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SUPER SONICS 

On the sonic aide too, the game can't really 
be touched. Even with the quality of music on 
the Super NES, the musical score on Star Wars 
hasn’t been bettered by any other game. The 
tune is the world-famous theme music from 
the film trilogy. (Da da da daaaaaa daa, da da 
da daa daaaaa! Come on, everybody sing 
along, you know the words!) 
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FRUSTRATION! 

The game gets a little 
frustrating here. There are a 
series of platforms that have to 
be crossed in order to get your 
hands on the end of level 
meanie. The thing is all the little 
Jawas seem to take great 
delight in shooting at you when 
you're perched right at the end 
of a particularly high platform. 
Watch with glee as you fall to 
the bottom and have to do it all 
again! You won’t have 
much hair left by the end! 




SLICED LUKE 

Okay so you think you're dead 
smart. You've got inside the 
Sandcrawler without losing all 
your lives. Now you must wander 
through the corridors blasting all 
in front of you. Extra problems 
are caused on this level by 
pressure pads which activate 
laser beams which will shoe you 
in half if you're not quick. 
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THE LIGHT FANTASTIC 

There's nothing like a little light Sabre 
japery and so as not to disappoint, your 
Luke will come complete with his very own 
Light Sabre, which will provide hours of 
carefree maiming and decapitating. There's 
not much that can stand in the way of a nice 
solid laser beam, and that includes enemy 
Stormtroopers! Watch in awe as it cuts them 
down to size. Alternatively you could just 
run away as fast as you can! 
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ENEMY CROSSFIRE 

Your trusty hand blaster is more than capable of knocking 
out long-range enemies with a single shot. By using the 
directions on your controller, you can fire in any direction 
necessary, even above your head, to take out those 
sneaky meaniee. Even so, you'll have to be quick to avoid 
taking any damage. It is most important to make your 
shots count. You can't afford 
to be standing around 
blasting away for hours. 

While you're doing this 
you're incre asing your 
chances of taking a hit from 
somewhere else. 


AMBUSH 

It's quite possible 
that Star Wars is 
the most eagerly 
awaited SNES 
game of the year, 
certainly on the 
journalistic front, 

It's certainly the 
sort of cartridge 
that'll get a crowd 
around the screen. 

It did here in the Bad 

Influence I magazine office. It's a gobsmacking piece of work that will 
get a lot of success. Here we see Luke Skywalker being attacked by a 
group of iniergalactic nasties intent on ending our hero's life before he 
gets anywhere near the Death Star! 


BLOWN AWAY 

The controls are a little tricky to 
pick up at first but once you've 
practised a little you'll be jumping 
around and Light Sabreing people 
to death with the best of them. 

Jumping is a bit awkward too. You 
must push the pad in the direction 
you wish to leap and then tap the A 

button at the same time. All this while being shot at. . . hmmmm! 


tar Wars Is a bit 
frustrating to play at 
first. It doss taks 
getting used to. and your 
controller may wall be 
smashed against the wall a 
few times before you really 
start getting anywhere, but 
when you do you'll be well 
pleased with your purchase. 
Good stuff, well worth having. 


Paul McNally, ST Action 
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SPACE SICKNESS 

The landspeeder sequences can make you feel quite queasy 
as they’re all done in sexy old Mode 7. Virtually everybody 
knows what this is by now, but for those of you who've been 
dead for the past year or were stranded on a desert island, 
it’s the system of scaling that was used so well on games like 
F-Zexo, to move backgrounds arcade-style on your very own 
Super NES machine. 
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CELEBRITY SPOTTING 

All your favourite Star Wars characters are knocking about in 
here. You even have to rescue old Princess Leia from utter 
doom! The Empire is certainly a nasty organisation that 
deserves everything that our rebellious heroes can give them 
in the way of a fight. Let's Just hope the Force is with them or 
there'll be trouble alright! 





The ever villainous Shredder has sent one of his evil androids to 
steal the Statue of Liberty. The turtles have to defeat Shredder 
and rescue Lady Liberty from his evil clutches in six huge levels of 
Arcade Action. As they attempt to put an end to Shredder he 
knocks everyone into an activated Matrix Translocation Beam 
sending everyone hurtling back through time. Can the turtles 
defeat the host of historic hooligans as they light their way back to 
1992, to the final showdown with Shredder. 


Konam® :$ a registered trademark of Konam Co Ltd Teenage MUanj Hero Turtles® and the dstnctive t*£nes$ thereof are regssered trademarks at copyright 1S&1 by Mi* age Stuocs 
Ejrckisvety icensed by Surge Lcensng Inc Tirfes n Time is a trademark of Konam Distribution Banda* UK Lid {UK). Urn 26/7? Fareham Industrial Par* Fareftam,. Hants PD 16 BXB 
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ollowing critical 
acclaim on the 
home computer 
formats, Pushover, 
featuring an ant and 
a dog from a crisps 
advert of all things, 
arrives at last on the 
Super NES. 


. 


So then, what’s it all about? 
Well, you're probably not 
going to believe me but here 
goes! Colin Curly, the canine 
hero from the Smith’s 
Quavers advertising 
campaign, has lost his 
favourite Quavers down an 
anthill,, leaving him upset and 
hungry. As you’d expect, he 
is therefore delighted when 
tus little pal GX Ant offers to 
lend a hand, or whatever it is 
that ants have, to help 
retrieve them. Naturally, you 
have been roped in tool 
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Each time you success- 
fully manage to complete 
a screen you will be 
rewarded with a token. 
These tokens can be used 
if you really are 
completely stuck. Simply 
use one to pay your way 
out of the screen. 

Remember though, 
this is a risk as you do not 
receive a packet of 
Quavers from a screen if 
you have been forced to 
use a token to progress. 
Pretty mean, I think! 
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A password system really is essential in any puzzle game these days. 
Without one nobody would aver be bothered continually to play through 
each and every level in order to progress a couple of screens. Pushover 
is no exception and. passcodes are provided for each level. You cannot 
cheat with these though as they also keep a record of how many packs of 
Quavers you have collected! 
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This particular anthill is the 
entrance to a domino 
domain, a mini world 
comprising nine separate 
continents. To make his 
way through these, you, as 
GX, must negotiate 
numerous screens of mind- 

bending mayhem. To exit, you must cause the trigger’ 
domino to be the last to fall in order for the door to open. 
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Plenty of wonderful special dominoes have also been provided. 
These include tumblers, ascenders, budgets, splitters, varushers, 
exploders, delayers and stoppers. These are all fairly self- 
explanatory so if you can't figure out what each is for then you 
haven't much chance in the game itself! 
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The game would be fairly ample, but for one 
fact - you only receive one push per screen. 
This means that every single domino must 
fall in a sequence, with the 
trigger being the last to go* 

However on certain levels one 
push just isn't enough, so you 
must look for other solutions. 

Quo is to drop a 
block onto a splitter, 
thus setting the 
dominoes moving 
again. 




Some of the later 
levels become 
extremely tricky 
indeed. Thankfully, the team at 
Ocean have kindly provided a 
hint for each and every stage. 
This can either lead you to 
think ’Grief, how could I have 
been so stupid?’ or frustrate you 
even further if it doesn't tell you anything of 
any use whatsoever. Usually, as you'd 
probably expect, the answer is staring you 
straight in the face. 
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Each of the nine continents in the game has 
a pack of Quavers hidden deep within it. 
You must collect all of these 
if you want to play the very 
final screen in the game* 

Unfortunately , if you have 
used a token to complete 
the screen on which a 
packet of Quavers is 
awarded then you will not 
receive them. This 
would be very 
annoying were you 
to play through to 
the end only to be 
unable to complete 
the game. The only 
way around this is 
to complete the 
game without 
cheating on any of 
the levels. It may 
be hard to resist 
the temptation, but 
you'll find it's been 
worth it! 




ushover is one of the 
great puzzle games, even 
coming close to toppling 
the mighty Lemmings, It has 
great appeal, both visually 
and through the use of an 
exceptionally unusual licens- 
ing deal. The only fault 1 can 
find with it is it may be a little 
too easy to complete, but 
with a product this good it 
hardly matters! 

Steve McNally, Amiga Action 
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On soma of the more complicated levels you will require 
manual dexterity as well as mental powers. Even when you 
have thought out the solution you may have to race around 
the screen with G.L Ant picking up and placing dominoes 
after the domino fall has been set in motion, 

If you don’t do it in time, you won t be 
able to complete the level* Don't worry 
though, by the time you get to that stage 
you will have completed enough of the 
easier levels to be good enough at the 
game to be able to succeed at the tougher, 
more difficult levels- Just think. If you can 
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Pushover has to be one of the strangest computer game 
licenses ever. If you were asked to come up with one. I'm sure 
that Colin Curly, the Quaver-loving dog from the Smith's 
Crisps advertising campaign would not exactly top your list. 
However, all credit to Ocean, it does work very welL It’s nice 
to see software houses willing to take a chance! 
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T ally Ho chaps! The latest World 
War II flight simulator is now 
trundling along the runway. The 
big question is, is it spiffing, or will it 
fail to get off the ground? 
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When you begin to play Reach For The Skies there are a multitude 
of decisions to be made. Will you be patriotic and fly for Blighty? 
Or will you be a traitorous dog and aide with the Germans? After 
making that crucial choice you must decide whether or not to 
practice, take charge of the whole war operation, or get straight 
up in the air dogfighting with the villainous enemy. 


External views are pretty much par for the course in flight aims 
these days. I'll bet WWH pilots wish they had been available in their 
day. Just think how much easier dogfighting would have been if they 
had had access to vie ws such as the battle mode incorporated into 
Reach For The Sides, which shows your position, as well as that of 
your enemy. 





Ah well chaps. 

It's time for the 
off then. Simply 
choose which 
plane you want 

to fly in, select whether to be a leader or 
a wingman, pick the airstrip you wish to 
take off from and go for it. With a bit of 
luck we can get up in the sky , take out 
any Jerry scoundrels that may be lurking 
about, and still be back in good old 
Blighty in time for some crumpets. 





W hat a garnet it has 
almost everything you 
could wish for In a 
flight simulator - reasonably 
good graphics, wonderfully 
atmospheric sound and most 
of all, masses of gameplay. 
This game takes over as the 
number one flight slm on the 
Amiga and once you have got 
the hang of the controls you 
really won't want to stop 
playing. 

Steve McNally, Amiga Action 




Seme people just love to 
order people around. If 
you're one of those 

irritating ly bossy people then this mode 
of gameplay is for you. Nothing to do 
but tell other people what to do and 
what not to do. Choose this option and 
you will plan out your strategy on the 
special controller's map. Actually this 
map is nowhere near as special as the 
pilot's magic map so there! 
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Perhaps it would have been wiser to run 
alii little did you know it but you were 
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As any good pilot with his head 
screwed on knows, there is little 
or no point at all in taking off if 
you haven't a clue what you're 
supposed to be doing. Therefore 
it is always wise to attend a 
briefing first. 

However, as there are vast 
shortages of men in this game, 
you will have to make do with a 
bit of paper. But then again, 
even that's better than a poke in 
the eye with a German sausage! 



behind the legendary Green Baron, the most 
feared pilot in ihe German airforce, book at it 


this way, you are 
bound to make a 
name for yourself, 
as a hero if you 
take him out or on 
a tombstone if you 
don't! 
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Spitfire aircraft scrambled from Ins 
. . " • p which consists of i87 


Airfield to 
and escorts. 
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You couldn’t compete in Reach For The 
Skies without your trusty old map! But this 
isn’t just any old map - yes this map will 
actually show you the position and bearing 
of any enemy aircraft in the vicinity and is 
available for just £49.99 from the address at 
the front of the mag! (Not,) 


The briefing win provide you with all of the useful mformaiion regarding your side s 
war effort. It will inform you of the date, a brief overview of the enemy's cun'ent tactic, the 


amount of aircraft 
particular joume 

8 — — * 


s for you to use and the name of the squadron leader for this 
i you think that youVe gained enough 

information then 



it's time to take a 
deep breath and 
go for it. 


The time has come, no more pussyfooting 
around doing victory rolls to impress the 
skipper, it's time to take On the might of 
the Luftwaffe. You receive a message that 
the enemy is only two miles away , you 
can actually see him. So what do you do? 
What do you mean turn round and run 
away! No, you stay and fight like any 
proud Bril would, you coward! 




Here is another of those 
wonderfully exciting outside 
views again. 

Imagine being the poor 
cameraman filming this 
particular scene having an 
enormous great plane 
steaming towards you at 
speed! I certainly wouldn't like 
to be in his shoes! Fortunately 
for him you can rotate the view 
around the plane to show it 
from all angles, as well as 
zooming m and out on the 
aircraft. Make sure that you 
leave him in a position of safety 
though, or his parents may 
receive a telegram containing 
some very bad news! 



®loth* July: The 
hi$h connand beg 
campaign of Heavy 
bombardment on Britain's 
vital supply convoys. 

Aircraft Available 4 
Pilot Officer Steve is 
practicing with th 
response lo the Ge^ 
threat* 
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T he testosterone levels have 

been going totally haywire ever 
since the Brooklyn plumber, 
sick to death of poking his head down 
toilets and under sinks, gave up the 
. — N day job for a slice of 
\ spicy living. And so a 


Super Mario Land 
2 certainly has a 
lot to answer to, 
to reach the status 
of its forefather in 
the gaanepisy 
department It 


hyena, 
bundling in 
heightened 
gameplay for 
good measure. 


There are a 
number o f ever 
expanding and 
sell contained 
£Ones to venture 
through,* the 
turtle, pumpkin 
and macro 

levels for example. You 
can even journey 
through the body of 
Mario himself; fondle his 
toes, tickle his turn and 
tread carefully on his 
brain cells. , — . 
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M ari o 2 sucks ail the 
vibrant juices out of 
Its counterpart on 
the Super NES a nd tweaks 
them with dexterity to 
produce something that is as 
sweet as cherry pie and 
immensely enjoyable. 
Gorgeous and innovative 
graphics link up with some 
great little ditties and 
amusing worlds just begging 
to be explored. 

Sharon Greaves, Gfl Action 


His gargantuan 
bottom and 
stupid ' i ache 
just lend 
themselves to 
some quite 
prankish 
behaviour. 
Mario hitches a 
lift on bouncing 
balls and owls. 
He hops on 
to conveyor 
bells and even 


jump into bubbles 
and slime through 
jelly on hia unique 
travels. 


End-of-level be as ties 
are disappointing 
Only really meriting a 
qui ck coo rather than 
a cor | they’re ggrvners 
after three bottom 
thuds. Enemies are 
scarce and of little 
consequence, giving 
Mario leeway to 
practice his jumping 
and flying skills. 


In the pumpkin zone, scowling ghosts try to give 
our jovial hero a flight, Stepping from block to 
block he outs tares them and proceeds to a mass of 
bonus chambers, enticing pipes and the 
customary power-ups. 


A mighty Drakkhen has been struck down end the 
kingdom plunged into infernal darkness.You and 
your companions have been chosen for a perilous 
quest - to seek -out the remaining dragons, 
combine your powers and save the world from it's 
dark and deadly curse. 

So select your weapons, summon your courage 
and begin your journey through this mighty 
3D realm.** 

Spectacular special effects will leave you 
gasping as you cross a colossal and wildly 
changing landscape in breathtaking real-time 
travel* Armed with only your wits, a lethal 
array af weaponry and a sprinkling af magic 
spells, you’ll battle with more than 50 
ferocious monsters along your hellish path. 
Remember: you hove the power to create your 
own characters as you go.. -because in this 
dark world you’ll need olf the help you con get. 
Drakkhen* You can almost smell the fear. \ 

GAMEZONE-excellently packaged and 
mind-numhingly addictive* BB% 

SUPER PRO Gamepiay 88% , 

Longevity 91%, Instantly exciting 
and absolutely loads to do. 






PAL VERSION 


Infog rames Ltd. 

1 8A, Old Town, 

Clapham, London SWA OLB 
Tel: 071 738 8199 


NINTENDO . SUPER NINTENDO ENTERTAINMENT SVSTEWT 
THE NINTENDO PRODUCT SEALS AND OTHEH MASKS 
DESIGNATED AS *TM" ARE TRADEMARKS OF NINTENDO. 
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GAME GEAR SONIC 1 BUMPER PACK 

WITH SONIC THE HEDGEHOG 
AND MAINS ADAPTOR 


<5 GAME GEAR 
4 SONIC 2 PACK 
A with column s game an d 

SONIC 2 GAME 
MEMBERSHIP 
MAINS ADAPTOR 


MEMBERSHIP 
COLUMNS GAME 
SUPER MONACO 
GRAND PRIX GAME 


GAME GEAR WITH COLUMNS 

• MEMBERSHIP 
MAINS ADAPTOR 
CARRY CASE 


SEpA CAR ADAPTOR FOR C AME GEAR 
(PLUGS INTO ClGAn UGHTBH FOR POWER) 
. f ,' AJ*S ADA P TOR FOR GAME GEAR TM 


sonic the HEDGEHOG l 
CUDDLY TOY 
12,99 


STO RAGE RACK R 
CARTRIDGES (STACXASl 


8 page colour 
(dialogue (all 
027f MQ304 


MEGADRIVE SONIC PACK 

WITH 2 SEGA JQYPADS AND SONIC 

® M MEMBERSHIP 
£10 OFF ANY 
MEGADR WE GAME' 

MEGADRIVE STREETS OF RAGE PACK 

WITH ONE JOYPAD, SONIC, STREETS OF RACE 
MEMBERSHIP 
EXTRA TURBO 2 
JOY PAD 

CIO OFF ANY 

MEGADRIVE GAME' 

J1.4* 
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CUP ITALIA H 


Witof you see J$ what you pay, 
when you re buying tn the UI f ' 

CLEAKJHtJ RFT FOR ALL C0N5DL1S OH HAND-HELM fl.ftS 

MONITOR, lead for meoadrive to 

PHILLIPS CMBU3 MK 2 MONITOR * ,7 *9 

SCANT LEAD FOR MEOADRt'.'L- CONNECTS TO 
TELEVISION WITH SC AHT I MP1JT [□ iVlj H tlOMYOR 

DUALITY PICTURE) MB 

OUST COVER FOR M EGA DRIVE ~ L«f 


■ '' 4 ocnc » m ■EKkr'-i ^mirn-iE: vjt z jp re i 

I j rPLEAS E PRINT BLE ' H CAPITALS.! 


1 1 Address 


Enter memttersTup number (il applicable) or 


I Myrwab(0 & & u*. £S 9 3 EC. Z mQM&H 


j □UlCKJOY sa 
jPROPAD FOR 
I UFO A DRIVE (WITH 
SLOW MO' ION AND 
TWO SPEED J - 1 
; AUTO FIRE) 


l Credit card 

] expiry date .Signaitire. ________ 

! Cheques payable to: SPECIAL RESERVE 
; P.O. BOX 847, HARLOW, CM21 9PH 

i Overseas Orders Surcharge (£G Or Work}) Software orders 
plea lie add E2,00 per Hem. Non-software Items please add 
i 25**. Hardware Heins supplied to UK mainland only. 

Ova was orders mu #1 be paid by credit card- 


You get friendly service, honest advice & a wide choice of goods at an unbeatable price! 


Game. 


UP TO £6 OFF RHP ON 
GAME GEAR GAMES 


The Biggest and Best computer 
games dub in the world. Probably. 

Join now for £ 6.99 (UK) and 
get all this: 


GAME GEAR EXTRAS 


We only nippl, members but fO* can order « you join. Annual Membership: UK E6 99 EC tt.ff WORLD [10.99 

m also ostein 'ttnpeririom to win II Eli mrlfa of prim. Currentl/ „i 9 rhr h o i:b* ■ b r THE UG CWOTTTTttM ' Ftril fmr fimililf dint AMIGA SUPER NES AND ft 

mmm , it&ihtzd Hirr. art ft sum NIS* nod ft WCAMIVEi op hi ygfe to t\ kkyrv.--. :y ^(Closing dole: Feb 2d ih 110. 

We Mil games and aicesiories. all at amazing prices, for Mego drive, Master System, Gome Gear. Super NIS. Gamefaoy, NES, Ljm, Amiga, Atari ST and IBM PC 

Over 140,000 people have joined Special Reserve, so don I delay, join today! The dub with no obligation to buy! 

You can phone in your order or use this coupon >■ 
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SUPER NES SUPER 
MARIO PACK 

WITH SUPER MARIO WORLD. 
ONE JOYPAD 


SUPER NES 

STREETFIGHTER 2 PACK 

WITH STREETFIGHTER 2. 

ONE JOYPAD 


NINTENDO CONTHOt PAD 
» 4/ FOR SUPER NES 
12-99 

'ULm* QS160 , 

SUPERCON 2 
JOYPAD FOR ( f 
SUPER NES ** 

(WITH SLCWUDTWH AND AUTQF1RE) ^ 

nm 

' a U ICKJOY SN P RO PA O 

■„ - FOR SUPER NES (WITH 

tc Slow motion and two 

SPEED AUTOFIRE) 13-99 


JAGUAR XJ220 G. TAYLORS 

10.99 13,99 


UGHT GUN 

WITH BIX GAMES 




I SHAH 

10,49 


mv.ft MA NAGII £ 1 MEGi 1 a 49 

>fEM«E 1 1 WfGJ 11.99 

meCicr*Em(i MfGv 7 *<> 

no unns tour f „. m ie,w 

«OJKT XINMIO" -id VP 

Fus>j ovit 1 1 AtfGi ... 1 

•urtT MO I 21 17.00 

QUEST a Gtcut ntOODIWTCH 
.ViCWNlTl CAAAVil. SAT) |NOlJ> ...IM! 
outsttcnidSniRom _..4«o 

i-nriMDin 

<Al4fOLD rrCOON 1 1 1 J.Pfl 

CA04QW COtilClSON 


FUN SCHOOL 4 17-1 I* 

KiN SCHOOL SKfC'Ji 

WtlHYSMAmfSvilI .10 

TV* 5CH004 S«CUU FAWT N CiUTI 

EDUCATIONAL AST lS*| 1* 

R« SCHOOl STKlAi 
VftUNGFAIi 17-131 te 

EL-.N -VASSINOUI. 0 

GWNTlfFaiNOlZ, 7 

GHOIAS N GHOSTS . J 


ILALAND STORY) JHOft , 9 W 

■4VNG MAG IMtGA TWINS MMSFOW 

2 -ioaocoo *oouNfrtNOi» _.ia.« 

m iASttAil i iNWI _1I.W 

tfACHFOtlH SKIES TNOllI • .te.M 

HOC DANOilOIJS moi l\ 7 

S0AD1ASP .lT4fl- 

HOaOCOP2tNOt» 

toaocor 3 1N01 ■** Y 

SOME IT MIOI .19-4? 

ROOKIES te.« 


Memboraftip 

Konto G.B. Holster 


KONIX O S HOLSTER FOR GAMEBOY 
(ATTACHES TO SELT) 9 99 


SIM CRT KITUSi WMUJS — *.« 

H3.tvtt.ixa... .17.40 

SMASH 1Y(N017T 7 AY 

S7ACE CttS*3E lNOI 3} 11.W 

MACE C«L‘SA3E DATA DISK tyOfE . ICLYY 
SIKlAL FORCES i 1 MtGl . JM9 

STiSiT or fxotusjR il *Atci ntof] ,.y 

STOUTS MaSTPS ITOA GOtF MU 500 
ADVANTAGE IWflS E JSOKIAN 
CHAJAMNSE»S1^MWE0l«0131i tY.W 
s;o4mmasi» .it « 

SltATECf MAJTES3 'JOKW.OU5 HUNTII 
SMtlT Of EACAUBilS CMSS7LAYEC 2 1 >0. 
iAltl£MASIERl 11 CNO 1 31 JOY? 

snomowB 2 daiaj - ins? 

snacpiiNaoi -is-.w 

s'uaet rtARtrs socctt saicnoN 5 

(KSCK Off 2. MCXOffOSE SOOCt*. 
MANCHESTH UNITED iNTElUiAnONAl 

MM Ml 19.« 

. S i'J 
57 4? 
16Y5 
?AP 

‘6Y* 
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STEREO 
EARPHONES 
(ALSO FOR USE 
WITH PERSONAL 
STEREOS) 
399 


HATTERY PACK 
(RECHARGEABLE 
FRCW.1 MAINS 
ADAPTOIlJ. 
2T-i& 


fS D iana jOn£s 2 action 

IFAIT OFATLANT&I (NOI 31 — - ,I7« 

MMNA J9C 3 AOYtWTUM 
WTI OF ATLANTIS! 11 AAEGHWU! JS-W 
MEt\iThD^I VUGflT C-lAUtNCK 17 
'XAJ HGf^OOFlHlIOITHSS >0 «9 

JACK NOCUHA 00)7 6.99 

iAOUAt XJ7KJ n MfOJ - —lo w 

JAMES POND 0*0171 7.4? 

JJJAESFCNO 2 tOCOCOO 16 W 

JMMT WHITTS SNOOKI* 1 Ji w 

JOm V ADDERS ;U 3.1 FOOflAlL I b W 

K.G6 i. NO i 2! I SW 

OCK ON 111 AAKiWOU? I W 

Kfflsrrmf jui^ woto rsoossot ij.w 

KNOWS Of Tte SKV Ll MtGl 22. W 

KtusrrssuKtfwFtOttSi- isj? 

JAMMINGS 1149 

LEMMINGS 7 — - - M W 

1H4MING5 DATA &0K - OH NOl 9.99 

,r«L wtiTON H MEGI .16.99 


H ANDY BOY FOR 
GAUEBGY 
(MAGNIFIES AND 
LIGHTS SCREEN. 
AMPLIFIES SOUNO AND 
ACTS AS MINI 
JOYSTICK) 
2499 


SlfftMACT 11 M£G 

SwiTCHiUK 2 ffvi l 21 

SVAY iNOTl 

SWCtOOF 5ODi.-|JN01] . .. 
lEAtAWAY IHOmaS . 

IW 10S T T1EA&L-I (S OF fr.-OC O-V, . 

IM CLASSIC INfOCDM TTitsSi KOTt'jXSw 
'•It MANAGS . .19.90 


HARD CARRY CASE FOR 
OAJ4EBOY (STORAGE 
SPACE FOR EARPHONES. 
screen cleaning Kit 
ADD A GAMES) 
9-99 


LOGIC 2 RECHARGABLE 
BATTERY PACK FOR GAME BOY 
(FITS INTO BATTERY 
COMPARTMENT, GIVES 7 HOURS 
PLAY - MAINS ADAPTOR REQUIRED} 
>399 


lOmi THE FINAL 

ouubskjc n Mf& worn i«« 

tonii iSHQT nto 

CHALLENGE INOl 2T. . — - M9 

lOHfl TUCMD CKAUENGf 2 (NO 1 35 -11 99 
UflEOF WtTf.wnjtj ‘ JStfGMNOUl. [i ) 49 

wasic wor.s j 

STC*.M MASEII DMCrONSWCEAlH 

□T 51 Aii Of AlfiOfEi ■ WOt 2i . 1 5.99 

MJlNOiS1HL k witQ l?HOt2' _ s 49 

iN0ONAtK-*F43iNO12l _ _ l 7AR 

WSisA STO« r LlSJIlMMEe GAMES 1 A 2, 

WNt:;6*A4SllNQl; .TA99 

KUC' C'tOJL IDGOif 1 MEGI ..11.99 

*iOA 5*rrttT etajvCe inqi u - —tm 


3.5' DISK HEAD CLEANER ..,3,99 
IQ- PACK GOLDSTAR S-2S' 1 E^OD 

DISKS (K TP I 72DK) .2.99 

IB PACK GOLOSTAfl S-95’ 1 HIGH 

DENSITY DESKS [1.2 MEG) 3.99 

PACK OF 20 3J" GOLDSTAR 
HIG H DENSITY DISKS WITH 


T1HR1C4N 7 49 

TURtG*N2 7 49 

1Y SPOt JS FOOTEJiLI iWI JI . 7 99 

UQH. 1749 

LLTWiA 5 :NO 1 it 16.99 

as —.iaw 

YStiNGS ■ FELD OF CONQUEST 11 MEGTte.99 

YtOOMINO'12) 11-99 

VYOOM DATA DISK CNO 1 21 13.49 


3.5" DSDD DISK 

wrm UBEL 


WKAWOtKS ! I MEGj . - 23 49 

WHEELS Of FWE HARD DBV1N POWEUDUFt. 
CHASE HLQ WOO OCTStWI CNOl 4 97 

WWG COMMANDS 1 1 1 MEG) , 11.19 

wu-w )AW 

WIZARDS'? A BAISEOMHE 

COSMIC fOtCE 11 MEGI . 2449 

WIZARDRY 7 CtUSAPf RJ OF THE DARK 

SAVANT (1 MEGI , _ 38/W 

WOlFCHlLD 1299 

wwf vrtfSTUNG (NO 1 2) . t* 99 

Wwf Vrt.fSTllNG 1 1 1 MEG! LAW 

XET9QN 2 MiG A EL A. ST J« 

ZAK MCXtAQCfrl >I0 1 21 _ 7 97 

ZOOL (I MEGI 16,99 

IO01 iATJW VilSIONI liW 


PACK OF10 TDK 3 5’ WF-2DD DISKS 


SUPER NES GAMES 


Carnes marlted MOP w*H not work on A 5 00 Plus, A600 or AUOO. 
Games marked H012 wilt not werlt on the A12QQ, 


mmi 


JOHN MADDEN 93 

KICK OFp w r , 

Jhml ..mm 

KFULSt v s FIjfj HOUSE ..... 

t J4JR 

LCMUtNG9 

41J4 

'.’A Fuc PAIYTW1TN MOUBB 

i1.» 

POAOOLF 

..,.44.99 

PlOTWIWOe . ... 

.,.43.98 

PlTPlCMTtH 

,-.45-99' 


DISKS, BOXES ETI 

C. 

BafTKi cm*,- 

c , 

BANK DISK SC 

STACKABLE 

9-99 

DELUXE 
DISK BOX 
3^ |MJ, 

>X 3l5 h (60) 

\m*k] 
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T he United States has not 
always been as united as 
we know it today. Much 
blood was spilled in a war that 
claimed more American lives 
than any other. Join in the fury 
and take control of either the 
Union or the Confederacy. 


DAYLIGHT ROBBERY! rf* t? 

Times of war are surely times of hardship Taxes are one- 
way of funding the war effort, but they sure are darn V 

unpopular in these here parts. So, what better way to gel 
cash than to steal it horn the Damn Yankees? Capture a state 

that lies between two of theirs and you have a chance to emulate Ronny Biggs. It's top 


S trategy games always 
make a good change 
from all of those 
platformers and shoot’em- 
ups that have made the NES 
the fine machine that it Is. 
North & South captures the 
spirit of the US Civil War 
nicely, and two player mode is 
equally capable of splitting 
families and friendships! Get 
your brains in gear and 
change the course of history! 

How Melliar-Smitti, Amiga Action 


□RAW THAT MASON-DIXIE LINE 

You can be the Union or the Confederacy and play either another 
player or against the NES, Either way, the hatred and rivalry is 
intense. States are there for the capture and capture them you surely 
must do. After all, you have infantry, cavalry and the great cannons 
that can cause so much damage. Use your tactics wisely and you 
could change history. 


FACE OFF 

"Don't worry, we'll 
head 'em off at the 
pass!" Yes, it is a 
dreadful cliche, but 
then that’s what America is good 
at! Bridges are important in any 
war, so he (or she) who controls 
them has a great strategic 
advantage. Build them to 
advance, or destroy 'em to halt 
the tidal flow of enemy soldiers. 
Who knows, they might make a 
film about it... Perhaps so, but 
John Wayne won't be in it 
because he's dead! Use your 
weaponry to great advantage 
here, and don't get caught 
napping either. Get busy now!! 


fun to do it too, but watch 

out for the enemy boy! It's dog eat dog in this here game! 
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reviewed on 


E veryone enjoys playing 
God these days and the 
current trend for 
releasing people manage- 
ment games onto the console 
market appears to be paying 
off with Populous and Utopia 
already appearing in the 
shops. Is Mega Lo Mania just 
another version of the time- 
tested formula? 


Temporary alliances can be 
made to overcome a 
partially evil ruler or Derm- 
Cod but don't forget - there 
can be only one winner and 
sometimes the road to 
autocratic a I mights ness is 
littered with convenient 
marriages. (Sounds 
impressive or what?) 
Anyway, careful what you 
do as these people do not 
look or act like us 
reasonable humans so 
consider the alliance 
strictly temporary. 


To achieve anything 
in this game yon 

need to turn the available resources in lo sometlung useful. Achieving this closely 
depends on your current technology status, with limitations imposed on each island 
in die game. £adi island has a technology threshold which you may not exceed. 
Exploftfug ihe available materials allows the machines to be btiilt. 


Assign your people to the tasks in hand. 
Natural elements might need mining or 
some more advanced weapons may only be 
created by research laboratories Alter the 
arsenal is complete then ihe time is right to 
achieve victory. Mining and laboratory 
facilities may not always bo made available 
so always look out for alternative facilities 
Equal time must be spent between the 
conquering and the tending of your people, 
after all building an atomic power station 
right next to the population centre might nor 
do much for morale in the workforce. 


It would be unfair to 
compare this little 
gem against any 
Other people 
management 
games. They ore all 
unique in their own 
little way and this 
version certainly has 
you thinking and 
planning for 
the final 
showdown - 
The 

Mother of 
Battles 
where the 
final cut is 
made. 

This will ■-* g , 

involve 

your 

uni in? 

assigned 

army. 


The mm of the game 
is to become The 
Almighty Ruler and 
to achieve this 
means using your 
people to overcome 
both technological 
barriers and the 
more mundane but 
practical matte rtf like 
home mitnagchnem. 
Well, th#y say ail 


Mega to Mania 


I t is up against some pretty 
stiff competition with the 
likes of Utopia and 
Populous I and II appearing on 
the consoles recently. 
However I think it very unfair 
to compare It as apart from 
looking similar it certainly 
does not play the same. This 
is a brilliant game and is 
highly addictive with many 
hours of frustration and 
enjoyment to be discovered. 

Steve Atherton, Super Action 


political leaders 
need u? know about 
kitchen cabinets, 
don't they? 


Resources are not unlimited - waste them and 
you pay The price by a matter of fad voice that 
informs you of impending doom. Weapons 
available over the time evolution are 
anything from sticks and stones to 
flymg saucers. Obviously the research 
and construction of the more 
complicated machinery might take a 
tad longer than the average sharp 
spear, but it seems worth the wait as 
the devastation is quite unpre&siv# 


Now don't go thinking 

everything revolves around 

you as you will soon become 

aware that evil forces are also out to get you. 

sometimes making unexpected raids on your 

loved ones at the expense of both the 

population and your reserves. These raids put 

your best projects back somewhat so always 

have the essential back-up plan. 


Buildings shelter your workforce, with each dwelling reflects the 
current technology threshold with huts for cavemen and dome shaped 
structures providing the cover for advanced civilisations. To achieve 
technology means ihe conquering o! the islands spread over ten 
chapters or epochs. Occupation of the island allows the leap in 
technology to be made , allowing further weapon* to be developed. 


mega lo Mania 






E veryone’s put a 10 pence piece in a 
Space Invaders machine at some 
point in their lives. Now you can 
play the timeless classic on the train, in 
the car or wherever takes your fancy. 
Those aliens are still getting closer to 
earth. Stop them with your laser! 


What can you say about 
the grame o f Space 
invaders that hasn't 
been said a thousand 
times over the years, 
invented, by a clever 
Japanese chap, the 
original could be said 
to be the grand-daddy 
of all modern arcade 
games. WelL courtesy 
of those nice people at 
Do mark you can now 
save the world on your 
very own favourite 
hand held, and y ou 
don't need lOp every 
time you want to do it! 


Super Space Invaders contains 
some pretty smart graphics that 
more than do the job they set out 
to do. The backdrops are dean 
and colourful and the invaders. 

while small, whizz around the 
screen like nobody's business. 
Scrolling is really nicely done and 
the feeling you get from the game 
is one hom a polished 
product, even if it is 
simplistic by today's 
standards. As Game Gear 
products go this is one of the 
best looking of the bunch. 


Controls have never 
really been over- 
complicated on Space Invaders and there are no 
surprising exceptions as far as this is concerned. Left 
and right on the direction pad as well as quick bashes 
on the hre buttons are all you need to know to play 
this game. This really ls the ultimate m pick up and 
play style games, and that's why it s so darned 
addictive, ft's one of the few games you could give 
your mum to play where she won t be pestering you 
for help all the time! 


S o the question is: is 
Super Space Invaders a 
good game then? The 
answer is yes. It couldn't have 
been worked any better really. 
However. Space Invaders Is 
fun but dated - at the end of 
the day it’s just left, right 
and fire until you get bored 
with it. It’s good for a laugh 
and it is a good title, but it’s 
a lot better if you’re a bit of a 
classic’s fanatic. 


The big question is whether 
games like SSI have enough 
playability in them to justify 
the high pnce of the carts in 
the first place. After all, at the 
end of the day. no matter 
how tarted up it ls, the game 
is over a decade Hd 


There are loads of different sections to the game 
including the cattle rescuing section where the alien 
invaders raid the planet’s surface and steal the cows. 
Only by blasting the ships can you save the docile 
bovines from a fate worse than death. Be sure that 
when you blow up the invader, you don't shoot the 
cow as well. mind. The more cows you save by the 
end of the round, the more points you get. 






fmgj 1 

[ D 1 

ft 1 

i 

IrrSSJi 










HARDWARE: 

AM> SAM S20ST-E . ,. £2*9 99 

BUHz IfrSdUSGCl CPU. Sift RAW 
uautt.Tv ucduvav psu 
tU& Cm Dr** 

SOFTWARE - ARCADE GAMES: 

Fgm - $>itw; Pi/snj gams . £25 W 
9-Urtft- Hem Claudette _ £2*-»9 

Rett* Morutart ■ Ara» Stool Up £19 99 
SrfTv Oty - CewWoi jrsm mwi oty . £29 95 

SO FTWARE - PRODU CT) WY: 

Ftaocnronw - A* pwagc .... £29 99 

IB Word -Weitfpn»e»Of £59 99 

F*$T &ASC - Pnpmdnff I 4ng . £49 99 
ST T<*»- Tutorial 0*k FACE 

Aka ST * Anmefcon Package £2995 

PIUS) FREE FROM SIUCA; 

Product Pficfc* £44 96 

TmSttt G*jt» peck £219 7fi 

T«#fV#IWr £T8S.M 
Uss Pack $Bwnp: £$» $9 
SIUCA PRICE: £249-00 


ATARI 

'Am RAM 520 ST-E 

DISCOVERY 

XTRA 

WITH FREE GIFTS 
FROM SILICA 


| SEE PANEL TO LEFT) 


'Am RAM 


1249 £279 


Ref: STC 6300 


ISK 1 Mb RAM 


Inc VAT - Ref: STC 63 11 


FREE! 


Wwn you buy yx* new Aten 520 or *GiG§T-E 
computer Irom S*ca Systems *e wi gw you 
m additional iSi 75 worth of adw w FREE 
OF CHARGE inducing some great 
ertiwatrartfiiii add pfltiucfcWy program Plus 
wti w«y ST and TT. a* md gmt you 16 
rights rtfidiy hotel accomradMicii lor you 
and your Imiy to enjoy * bwk 
TENSTAfl PACK: 


A ATARI ST MORE THAN JUST GREAT GAMES! 


ATARI 


t 22vw 32 B* 680 30 Proceisor 
i 3 V 1 44 ut Oou&ta S Dtffc Dn» 
l 2M/8 ve RAM Ventdru 
» Stem Sari Ouipui 

> 4096 Colour Palette 

> BrfMn 66862 Mlrtftt CfrPnxmaoi 

i Uptal2toimR«OMKJd 

> VTytE * SCSI Eip&r.*or Pofla 

i Eitoananim ip RAM 


* ffl£B 16 fit’ll rtKCUy 


£999 


£1299 


£1599 


NEW! I GARI FALCON 


The n$w Atah Falcon 030 a expected into stock soon. FI 
is a powerful. verestite. multiporposo home computer, 
offenng unmatched performance lor its prce. Inducted in 
its advanced speci^cation are multiple co-processors for 
sound and graphics. True colour displays from a pallet of 
over a quarter oF a million cotoura and t 6-pit Bieroo 
sound mpui For speech recognition and sound sampling. 


* 1tiv*32-bfl 60030 f 

* 32 \-hi M olwoia DSP and 
0UTTER CO-pnXttHQt* 

w DSP e«paOikt«$ tor voice 
recognition, speech .synthesis 
and numerous *uek> special 
effects 

* Tuna colour {tsptay 768 a 480 

* 65.000+ colour on screen at once 

* Record 0 cnamnei ifrBij stereo 
sound and play back 4 channel 
16-bll stereo stmuftaneousiy 

a SCSI IF DMA. MIDI IN A MIDI 
OUT. Stereo tudro A nBpophorie 
ports 

a 1 44*. Floppy Disk 

a 1.4 Of 14m R 

» Optional 65 m Hand Disk 
- Built-in ADC & EMC f 


ATARI FALCON 030 

32 -Sir MD 90 CPU. He W 
ar. 1 44 mi F(50 

HARDWARE: 


com&ine io provide a new computer capable of 
_ uniwalted sound, graphics and multimedia 
applications. The Falcon is an ideal upgrade tor Alan ST 
ownem who are looking for a more powerful model, as ■! 
is compatible with the majority ol ST application software 
Celt lor details of availability 


£499 


£699 


£899 


NEW! 12” MONITOR FOR ST OWNERS 


ViewTek 


INCLUDES 
FREE CABLE 


* 12" Greyscale Monitor 

* Represent Colour in unlimited 
Shades of Grey 

* Works In Low (320 x 200) t 
Medium (640 x 200 1 Rfisolulton 
ST Modes 

* Free High- Res (640x400) 
Emulation Software for ST-ST-E 

* Stereo Speakers SullHn 

* Small Footprint 

* Case Colour Compliments 
ST Housing 

* Tilt & Swivel Base Available 
(Ref MO A 5500- £15,99) 

* Easy Access to Controls for: 
Volume, Or ghtness, Contras! 


The VtewTak vria 12 " Manners ottert high cpuahiy 
manner QLitput at an alterdahte puce, it ta Kte&i for 
teiri applications using ths fr&& high resolution 
emulation saftwara supplied. It can also fre used «n 
low and medium resolution mode te produce 
etunmug greyscale graphica for ent#rfainmenf 
software At only £69 (ret; MON 301Z) the ViewTek 
VTt2 otters mtcepltenai v&lue kw mon#y. And, when 
you buy a ViuwTek mofiitar from SnJita. we *iB give 
you a cable to conned it to your Atari ST FREE OF 


CHARGE! When ordering, . 
you have a ST-FM or an §T-E computer, so te -i rite 
correct cebte can be included free wfit* yrxrmodiof. 


fftES CABLE 

Ptea&e Specify 
STFM * More 
CAE 5912 

31 

ST-E ■ Stereo 

CAB 59?U 


£69 

INC VAT MON 3012 


A ATARI 1040ST-E 






(EM ExM m . 


MUSIC MASTER 


FREE GIFTS 
Stf ABOVE 




E1W9T 

W, — tmiB 

row V«h*. 177474 
jpteiSiHiy H7S7J 

Saucx PfliCg: rasqo 


kip VAT ■ Rgh STC t2flt 


FAMILY CURRICULUM II 

HARDWARE; 

t{WOST E COMPUTER £299,99 

8MH; 1 6-8 1 68300 CPU. 1Mb RAM, Wo-jm. 

TV tteduUlfir. Inifrn.ii PSU tMb DsH Ortvc 

SOFTWARE MODULES; 


let 

ANIST 


0oE Cituhn Cljudctt* 


Until ctniuiy o»me- nl w*rfj|rf 

f>LUSf FREE FROM SILICA; 

Sdica Productivity Pack* — 

TeoStar Games Pack 


£24.99 
. £24.95 


... £44.95 
. £219 78 


TodlJltelue; £1085417 

Less Pack Saving: £736 27 

SIUCA PRICE : £299.00 


£299 


Inc VAT ■ Fter; STC 1272 


ALL PRICES INCLUDE VAT - FREE OVERNIGHT COURIER DELIVERY IN THE UK MAINLAND 


SILICA 


Si S fiAflS OFFER YOU 


FREE OVEF 
TECHNICAL 
PRiCE MAT 
ESTABLISH 

£12 MILLION TURNOVER {With 60 Staff}: 


Vi ry. On all hardware orders shipped in ftis UK mainland, 

UP! )R ’ Eu**UNE: Team of ledintcal experis at your service, 

We normally match competitors on a "Same produci ■ Same price'' baste, 
VcAfiS,- Proven track record in professional computer sales. 

Soli^ rc-l rfdc 1, and profi tabis 
BUSINESS + EDUCATION + GOVERNMENT: Volume discounls available 0B1-30S 0589, 

4 SHOWROOMS: Demohstration and tmioing factlrtles al our London & Sidcup branches, 

O THE FULL STOCK RANGE All of your requirements, from one supplier. 

O FREE CA TALOGUES; Will he mailed to you with offers + software and peripheral details. 

O PAYMENT: Mapr credit cards, rash, cheque or monthly farms. 

Before you -decide when to buy your new computer we suggest you think very carefully about WHERE 
you buy It Consider what it will pe Jrke a few monlfts arier you have made your purchase, when you may 
require addrhonal peripherals and software, or help and advice with your new purchase And, wl me 
company you buy from oontacl you with details of new products? At Silica Systems, we ensure that you 
will have nothing to worry about We have been established for almost 14 years and, with our unrivalled 
experience and expertise, we can now claim In meet our customers' requirements wrth an understanding 
which is second is none. But don’t )ust lake our word lor it. Comp lore and return the coupon now for our 
latest FREE literature and begin to experience me “Silica Systems Service". 


MAIL ORDER; 

CMbt Lms Uq&rr 


M The Mm. Hartley Rb, Stitt* Kent DA14 4 OX M 0fl1-3ng 1111 

Na Lm Nfl< Opining Fu No EBtdoa osoa 


LONDON SHOP: 

OQBry^ Hours M»-3l tt30wwejqpw 


LONDON SHOP: 

Ogling i^wrt 


52 Tottenham Court Road, London, W1P OHA 

No Lx * Opite^ 


Tel: 071-580 4000 

Ft* Hs: 071-321 473? 


Self ridges d*t Fk»rr Oxford 


London, W1A 1AB 


Tel: 071-620 1234 

Eiteftion- 3914 


SmCUP SHOP: 


1-4 The Mews, Hathetley Rd. Sidcup, Kent, DA14 4DX Tel: 0S1 -302 0811 

Opm LbSb Mrgfrt Fixtey - 7jm Fan Wo 051-30? 0017 


ESSEX SHOP; 

OpHTiftfr Ha** 


Keddies itoa nowL High Sheet* Southend-on-Sea. Essex. SS1 1 LA 

-“mj No l “ “ " 


Tel: 0702 408039 

Fa* l*D C7B?4 


To; Silica Systems, BADIftK)293-79, 1-4 Tha Mews. Hatherley Pd. Sidcup. Kent, DA14 4DX 


PLEASE SEND A BROCHURE ON THE ST RANGE 


Mi/MrsMiss/Ms: Initials: Surname 


))T\ 




SILICA 
YSTEMS 


Company Name (ff applicable): 
Address: , ........ 


Tet (Home): 

Which corT^uter(s), if any. do you own?... 


Postcode; 

Tel (Work) 


. 79H 


EiO£ - AdvcrtiseU press ind speofeabons may ciwige - Flaau return tra coupon k 

















by DATEL ELECTRONICS 


THE 1 ASTER SYSTEM ™ 


FOR THE SUPER NES 

-?M §§ 


m.99 


1150 HUE FROM til SHOD SHIES STORES !DIH 

©“™ W„f,TH j| 

T yS i W 00 LW 0 RTHS jj 


►LEieeti^me 


‘Prc ftelien R«( I ay i> i mean pl&ec 
|Ol hardware, tw \mi% butts gamei 


GAME GEAR™ & GAME BOY™ Console. 

So easy to use...if you can play the game you already know how to use 
Action Replay. Simply input any of the thousands of codes and bust your 
games wide open!!! 


> With its unique built-in "CODE GENERATOR 1 
you can actual I y*find and Create your own 
cheats. No need wait for code updates. With 
this unique feature you have the ability to 
crack the latest games as they are released. 
No other product can offer this! 


Now you can play your games to 
levels that you did not know even 
existed. This Is the cartridge the 
experts use. 


Action Replay even works as an 
adaptor so you can now choote from 
the huge range of Japanese software 
and play it on your MEGADRIVE™ 
Console. 


Action Replay even work* as an 
adaptor so you can now choose from 
Hie huge range of US & Japanese 
software and play ft on your UK 
SUPER NES Console. 


Action Replay oven works as an 
adaptor so you can new choose from 
the huge range of US software and 
play it on your UK NES Console. 


24 HOUR MAIL 
ORDER HOTLINE 

0732 744707 














SCOttt 24800 


H was hyped so much and flooded 
into a Sonic-crazy market but 
idoes it live up to expectations? 
Were expectations too high in the first 
place? Let’s find out by having a good 
in-depth look at hedgehogs. 




HEADS YOU WHY 


A new addition to this sequel is the two-player head to 
head race with Sonic and Tails, Shown in this 3-D 
perspective it's a race against time to collect more rings 
than your opponent. You can aiso jump over their heads 
to get in from, but to be honest, the scrolling isn’t 
particularly fast and other than moving left and right 
there’s nothing else to do. Yawn! 




Sonic is about to teeter off down one of the tubes that will whizz 
him around for a few seconds while you're unable to do 
anything. In a way these sections are sort of maze-like. 


The guy you're fighting here is what 
it’s all about. The evil Dr. Rcbotnik is 
the dodgy geezer who's trying to 
make Sonic's life hell. Will our blue 
spiky friend put up with it? Will he 
heck! Jumping on the bad guy’s 
head in true platform style ’.vill cause him damage but 
you’ll have to do it quite a few times before defeating him. 
On progressing to the next level, you can < 
frantic action until you finally lose all of your lives and have 
Id return to the start or use a c 


There are very few games to match the original Sortie for looks on the 
MegaDrive. Graphically, the game is one oF the finest you T U come 
across. Sonic 2 is the same (in one player mode at least, but more 
about that later on). The hedgehog himself couldn't get any cuter and 
now with the addition of Miles (or Tails as you probably know him by 
his nickname) things are even cuddlier than the first. Both characters 
are designed especially to appeal to both male and female. Sega 
have once again taken a great deal of time to make sure of this, so full 
marks on this count. 


SCORE 24&tiQ 

7 
4 


There are plenty 
of “loop the 
loops 1 ' and other 
speedy graphical 
delights tucked 
away in there. 

Tails will follow dutifully 
behind you at all times 
(in contrast to the Master 
System version where 




the idea of the game is to rescue Tails). It can get quite annoying really because 
when he first appears* my first inclination was always to kill him before realising 
he wasn't an enemy! Ah welil 


i i i i i i 
i t i i t i 
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Apart from getting to the 
end of the game, the 
ring collecting idea has 
been retained. Collect 
as many as you can 
throughout the levels to 
get to special 
bonus bits at the 
end. While you 
are carrying at 
least one ring it's 
very hard to be 
killed (unless you 
fall off something), 
ail you’ll do is 

drop the ring. When you have 
none , then you die! 


There are also numerous useful pick- 
ups scattered throughout the levels 
including speed trainers, extra Sonics 
and invulnerability (which is the effect 
shown in this picture). These all serve to 
make the game easier (not a saiky 
comment in sight you lot!). The levels are aU split 
up into Acts as in the first one, but some are a lot 
longer than others. We managed to get through 
the first three Acts m under 10 minutes without 
a life, Are we special or is it easy? 




HOW MUCH? 


□D THE SPLITS 


Sonic 2 may look good but for me it's let down greatly by a 
couple of important things. I don’t care how nice a game 
looks if it's going to cost me £40 and I can whizz through it in a 
couple of hours. Large sections of later levels just involve 
Sonic faUing down tubes and 
being blasted along to new 
sections while you have no 
control whatsoever. 


o-os 
fftMGS a 




It may seem like I’m being 
hyper-critical but the two-player 
split screen option also doesn't 
work very well. All it is really is two screens of Some squashed down to fit on one. 
One player takes control of Sortie, the other of Tails as they bounce around a sort 
of pinball table. It’s fun to play (for a while at least) but it’s murder on the eyes, 
especially It you've got a 1 2” monitor to play on! The graphics here are small and 
flicker annoyingly. If your screen is of the small variety then you will undoubtably 
find problems seeing just exactly what is going on. 


jt almost seems fash- 
I ionable to slate the spiky 
lone at the moment, and 
feel guilty 

Unfortunately It’s alj justified 

i. ©k ' 


i the game is as good as the first. There's a 
a playing constantly in the background that 
could only come from Sonic, 


bumanoscori! 


criticism. Sega must have 


given the playtesters a week 


off in order to sneak this 
through in time for the 
launch. If Sonic 3 includes 
gameplay it'll be one of the 
best games ever. Sonic 2 
doesn’t and pays for it. 

Paul McKalty, ST Action 




-cl! 















■f Lemmings knew how to sneer 
they’d be snorting their little 
l green wigs off. They caused a 
tidal wave in the gamesplaying 
world and have since remained 
elevated on their purpose-built 
pedestal. The classic has now come 
to the GameBoy. 


LEUEt X4 - T^Ut 

“ ^ 

DRNGER THE BRIDGE 
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^LEnniNGs ^ 14 

TO SRVE 6 

RELERSE RRTE- 20 
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As chief whip the fate of the gormless 
Walkers lies in yom hruids as you guide 
them across ICO assorted terrains 
displaying she or cM tops, steel piUais 
and booby traps. They range in difficulty 
from your starter for 25 fun section, onto 
tricky, taxing 
and then to the 
manic high 
impact mayhem 
levels. 


Ij JI Mmm, let’s see how to sort this one out then. Got to get a bridge 

builder shovelling away to get past the first teeny obstacle. Oops, 
must remembber to put a blocker on there to stop Ms fellow nitwits 
following suit too quickly. Otherwise, it’s sloppy lemming curd all round I’m afraid. Right, 
then HI get a tuimeller to carve a way through the stone, easier titan jumping over the top 
anyway. And on I traipse, either to salvation or to suicide. The exit is up on the top right-hand 
comer so the last hurdle is a simple climb. Now the blocker needs to be exploded, the 
martyr, and the way is clear. 


Don’t worry, if David Icke can do it, then so can you. In your hands 
lies the fate of a black pudding-brained bunch of rodents with 
suicidal tendencies. Should you allow them to get on with the job of 
genocide, or should you be their saviour? 


portable Lemmings eh? 
You wouldn’t think it 
possible. Nevertheless, 
the little critters are just as 
personable, even in diddier- 
than-diddy form and the 
quintessential game on the 
16-bit has by no means lost 
its full bodied flavour. The 
diminished playinig epace 
means fewer characters but 
it is practically identical. 

Sharon Greaves, GB Action 




Nominate certain Walkers for specialised tasks and then imbue 
them with the appropriate characteristics, be they 
blockers, climbers, diggers, floaters or even bombers 
who will spontaneously combust. Once the leaders have 
carved the way, their slavishly devoted companions will 
play foBow-my-leader after them. 


I'm the one 
who does the 
nuking 
around here 
matey. I’m 
totally miffed 
by this potty 
set-up, my 
time-limit is 
just about to run out 
and since I’ve not 
rescued my full quota 
of lemmings I'll bring 
Armageddon forward 
just out of spite. 
Three... hands to 
ears,.. two... shaking of 
heads,.. one.*, pop. 


h u manoscore 




CARTOON 

CLASSICS 


PACK INCLUDES: 

• loo AMIGA 500 PLUS ,* 

• BUILT-IN 1m DRIVE . . 

• A520 TV MODULATOR 

• THE SIMPSONS 

• CAPTAIN PLANET & 

THE PLANETEERS 

• LEMMINGS 

• DELUXE PAINT II 


£399.99 

FREE 

FREE 

£24,99 

£25,99 

£25.99 

£79.99 



500 


SALE! 


PLUS! FREE FROM SILICA: 

• ZOOL PACK £127.92 

• PHOTON PAINT v2.0 £89.95 

• GFA BASIC v3.5 £50*00 

PACK VALUE: £844.82 
PACK SAVING £575.62 
SIUCA PRICE: 


We are pleased to offer the original ^m 
Amiga 500 Plus {KicKslart/Workbench 
v2.04), including a built-in 18-key numeric 
keypad and Cartoon Classics software a I 
a new low sale price of only £249, The 
Amiga 500 Plus can be upgraded, using 
any of the hundreds of peripherals that 
are now available, which include I he 
award winning GVP range. In addition to 
the 1 m& version of the Cartoon Classics 
pack at only £249, we are pleased to offer 
a ipecially upgraded version with 2Mb 
RAM for only £279. And, when you buy 
an Amiga 500 Cartoon Classics Pack 
from Silica (Imd or 2m version), we will 
give you a ZOOL PACK plus GFA BASIC 
and PHOTON PAINT il worth over £267. 
absolutely FREE! 


1u> A500 PLUS CARTOON CLASSICS 

£249 

INC VAT - Ref: AMC 0592 


RAM 

VERSION 


£279 


ING VAT 
AMC 0592 
+ RAM 059£ 


Y0UR U FREE H C0P? U 0F^ SILICA’S NEW 64page AMIGA CATALOGUE! 


<&£. 


• Euy 10 UM home prtlflftHnnieiH 


MULTIMEDIA 

SYSTEM 


* Intoned Remote Confnj* 

* Start Nacfe design 

* Keyboard. disk drive arid mou» 
MkM 

owl srting Amiga 


• Play? CD *tnta dsc* 

• Compaq* *.fli CD*C a 
CD* MIDI tormali 

• Ovw too COTV Wta* Bwntabta 

• Cgmoatafe min lofe of Amiga 
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AMIGA A570 ADD-ON 

FOR AMIGA 500 OWNERS 


&C100 OFF RR PS 
£50 OF VOUCHERS! 
FREE SM CITY 
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• Fied Ft$h CDPO a a Tooted*®!' 
at 660 disks of puc*c domain 


ff 




9® 


sin! 




£50 

SO 
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A complete COTV wivnwinwnl With 
keyboard arid disk: ddve n is fuiy software 
compabbte with the Amiga 500. and abte to 
run all Amiga games and application software 
£50 of C0TV software vouchwi PLUS Sm 
City (worth £29.99) am included FREE with 
every C0TV MulLmed* System (ram Silica 

C0TV Player „... £399.99 

CDTV Keyboard £49 99 

CDTV Disk Drive £99. 

Fred Fish CDR0 . £19.99 

Sim City.*,™ £29 99 

Software Voudtflrs ....... — £50-00 

Total Pack Value: £649.95 
Less Pack Sating' £150.95 
Silica Price: £499.00 




£499 


Tipi \ 

\ with %/ \ 

\SVSA o §^ 

VOUCHER. 


Ref CCD 1250 
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5 A570 is an essentia) add-on lor your Amiga 500. CD- 
t is set io replace disks as the standard tonrof [lx 
jamas and serious Idles in the not too oistani uttino 
Mosl software companies have already announced 
plans Id release CD versons of iFeir software 1 
The sheer storage sae & a CD (6th; disks) means thgi 
using CD software is, raster opines «*■» enhanced 
and game r l ny is jcraascc with b*gge: levels, more 
camper jjrotJoms to sohe a*!;* larger areas to 
expto r s?J Ami toe ' T compatible with audio CDs, the 
soun ■ Quali' . Iron C^§ames is unnvaired 1 Sim City 
for r-r-tance ties over 10Mb cl data for its graphics 
akin and has music recorded m a studio* Silica's 
jpedai sale price of £249 means mat mere is no 
better time to buy the A570 and. with ihe award 
winning Sim Crty inducted FREE with every A570 
from Silica Systems, uwre s no bettor place to buy d Iramf 


• Enables your Amiga to run CDTV software 

• Plays normal audio CD discs 

• Storage capacity equal to 600 floppy disks 

• Internal RAM expansion option 

• internal hard drive option 

• Compatible with CD + G and CD + MIDI 
formal s 

• Transfer time 153 Kb/second 

• Compatible with CD-ROM industry 
standard IS09G6Q 

• Comes with Fred Fish CDPD collection 
+ Sim City FREE from Siflca 

Nota: In, of CtopFAW - AT A®™* ts -^urai v fi 
aft CDTV wftw ■! Sir i jffoi j*i u 

I 


in 1 guota REA IKE’ 


SAVE £1001 hrp Tzm 


£249 


ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


[ SILICA SYSTEMS OFFER YOU ] 

• FFTEE OVEi UGH D £fV. *Y; On a)t hardware txeters shipped in Ibe UK maintand, 

« TECHNICAL SUP Ok t -iELPUNE: Team g( technical experts al your service- 

• PRICE MAT ,Ve normally match compebtots on a “Same product - Same price” basis 

• ESTABUSfiiSD 14 YEARS: Proven track record in professional computer sales. 
m £12 MILLION TURNOVER (wtili 6& staff): Solid, fflUabte and profitable, 

o BUSINESS - EDUCATION* GOVERNMENT. Volume discounts available 081-30B 0B98. 

« SWO VViTCiOAfS; Demonstration and training faciRlies at our London & SidCup branches. 
m THE FULL STOCK RANGE: All of your requiremems from one supplier. 

4 FREE CATALOGUES: Wilt be mailed to you with otters + software and peripheral deiails. 

© PA YMENT: Major credit cards, cash, cheque or monlhly terms. 

Before you oocide when to buy your new Amiga computer, we suggest you think very carefully about 
WHERE you buy it Consider whai it wUP be like a lew months alter buying your Amiga, when you may 
require additional peripherals or software, or help and advice with your new purchase And. wfll the 
company you buy tram contact you with details of new products? At Silica Systems, we ensure that you 
will have nothing to worry about. Wa have been established for almost 14 years and, with our unrivalled 
experience anti expertise, we can now daim to meet our customers' requirements with ah understanding 
which is second io none. But don't just lake our word for iL Complete and return the coupon now for our 
taissi FREE literature and begin Io eapenence the "Srica Systems Service'. 


MAIL ORDER: 14 Tne Mews. Hatfterlev Rd. Stucup. Kent. DA14 4DX 

OHM? Open fcfeo-SJ ft OQmtwS CfltFi No UH 


Tel: &B1-309 1111 

Fax Nr? Gfil’309 D60B 


LONDON SHOP: 

n Uor-Sal fJOWn^OOptn 


52 Tottenham Court Road, London, W1P O0A Tel: 071-580 4000 

rft Late N>yil Opening Fki NO: 071-323 43^7 


LONDON SHOP: 

MtuvFii S 3D^rn.7 QOpin fSw CftM 6 300*Tij 


SelfrtdQes fm Fk»rf. Oxiord Street. London, W1A 1 AB 

n fSw C 30Pffi] Lute hqrt TKLtrsday ■ Sp*n 


Tel: D71-629 1234 

enmvitfv: 3914 


SIDCUP SHOP: 1-4 The Mews. Haiheriey Rd, Sidcup, Kent, DA14 40X 

OpBmH, hk^i. Ifen-Sul aOQanvSJfryr Lata i^n Fria a >_ - ?pin 


Tel: 081-302 3011 

Fan No D81-K? MH7 


ESSEX SHOP: Keddies ^ ftorl, High Sireei. Southend -on-Sea. Essex. SSI 1LA 

Mon-N 9 30^53SJfsm(£iigDO*nve OOpnil Na Lal» Hi^r Ck>sw*g 


Tel: 0702 468039 

fUM m Otte 463363 V 


To: Silica Systems. 8 AD IN-0293- 100. 1-4 Tire Mews. Hatheriey Rd, Sidcup, Kent. DAI 4 4DX 


PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 


■n 


Mr/MfsrM issrMs: . . .. Initials: , , 


Surname: 


Company Name (if applicable): 
Address: — — 



SILICA 

SYSTEMS 



Postcode: 

...... Tel (Work): .. 

i computers), if any. do you own? 

EiOE - Aarnied pnees and spec.7«a:>ans nay flange - Pfea*? retgir. Ehg -couson lor Dm vaina: mronruton 
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publisher: MEGADRIVE available on: MOST FORMATS |£VariBUS) 






If s all about you being a really clever scientist 
who gets whisked away to another world \ 
carrying out an experiment. Not ; 
to spend the rest of his life there he c 
escape and get back to t tie real v 
Unfortunately for hi ru th: inhabit a nts of the 
pl anet axe gadrepely hostile and quite fancy the 
idefcjri killing hum orrg the very least capturing 
him and fcr eping him prisoner forever, 

! All well never mind! 




I <1 
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INTRODUCING ANOTHER 


The game kicks off with an impri 
scientific experiment going horribly wrong i 
to a far-off planet. Once there ynu'U h 










lias? : 


JUST IN TIME 


Where Another World 
differs from other games 
is that it is in fact run to a 
story script, Even though 
you do still have to blast 
things and jump over 
objects, timing is all- 
important, Everything 
has to be done in an 
order or you'll find 
yourself dead. Precise 
movements have to be 
performed or it's back to 
the start againt 




J 


?que;i 
> 1 

1 $dftyM r control system* 
v/luch although not 
being anything too 
unusual, does feel 
a tittle strange for 
a while. 


V 




m2*. 


I d ' 


The game operates on a code system, which fortunately means that if you can 
be bothered to write them down, you don’t have to go right back to the game’s 
beginning all the time when you die. Every time you complete a new section 
you'll get a code for the next. Mind you. some sections are still a lot longer than 
others so you may adll have tq gohw^tqtdte a way! 


<0 ft 










FLU □ 


The graphics are a 
major contributing 
factor as to why this 
game is so good. The 
animation is fluid and 
the hero moves 
realistically. All alien 
bad guys are 
J neanderthal in 

— f appearance and they 

lumber around shooting at 
you willy-nilly! It’s all In a day’s work for 
a top scientist like yourself. 


Ifi N 


the game you will notice a 
little p of the aliens who befriends you) 

a* ;uch lumseU lo you. He will follow along 
trying to help you out and even saving you 
from a good kicking ! 


c-D-m«m*e*n*t 

T his version of Another 
World is as good as any 
other version. The 
gameplay is still there, but if 
there has to be a criticism it 
must be that the game is not 
that difficult to complete 
once you get going. While 
you're hooked though you’ll be 
well satisfied with what is a 
great conversion of an already 
great game. 


Paul McNally, ST Action 


If this control system seems 
a little frustrating then a! 
first you're probably right. 
Once you get used to 
everything and start 
getting into the game (and 
while you’re at it, gelling 
desperate to get fcnhe | 
on), you'll feton be^mpifc 
than happ ’/‘with jit ill ?u^| it 
will beco; lie second" 
nature. Just be a little 
patient! 


ARMED AND DEADLY 


The most important acquisition early on 
is a laser blaster, As I mentioned before 
die story follows a set path so there is 
no way you can miss out on picking it 
up. It’s just a case of discovering how to 
get it Once you have this gun it can 
always be used for two things. The first 
is i blasting the enemies away and the 
second is for putting a shield up to 
protect yourself. 


C it 


DEFEND OR DIE 


The shield is one of the most useful "defensive 
weapons" you could wish for. It allows you valuable 
time while the enemy are behind you. as their shots 
can’t penetrate through it (unless it is weak or they are 
very close). Beware Though as the gun does not have 
an indefinite charge. Periodically it will need to be 
"re- juiced" so you can use it to its maximum power. 




HERE AT LAST 


The Mega Dnve version has taken its tune arriving 
but now it's here it just means that yet 
another format can enjoy i • Fl ^shback - 
Another World 2 is about to arrive on 


the Amiga so if you gel into this you 
n be onfidei t pijt the sequ el will 
I6w bafaro. very long. 


hum anosca-r-e 





















D on’t even think about 

reaching for that seatbelt and 
forget about all personal 
safety! The world’s most unlikely 
heroes have finally arrived on the 
small screen. 


BRUISING 

Lashings of body- 
crushing fun as 
dummy number 
One takes a leap 
earthwards in the 
name of 
entertainment . 

Can you stand 
the strain of 
leaping from the 
roof of u 
skyscraper and 
careering 
downward? as 


simple eacnjgh but it's all 
dorr, against the clock before 
the him runs out. Scoring is 
done by smashing through 
balconies and sun screens. 
Pretty well as you'd expect. 


you smash into as quickly as 
possible and with ail your force. 

As with most of the events the 
controls are a cinch to adapt to and 
just as easy to use. 


te * SPACEMAN 

Jf Crash Dummies in space!? 
Whatever next. Testing the 
latest in a range of space 
rockets may not seem like 
everybody's idea of fun, but it’s 
all in a day’s work for the dummies. It’s very 
difficult to advance as the controls are extremely 
temperamental which adds to the challenge. The 
end of the level involves crashing the rocket intent* 


KABODM! 

Working in a bomb 
factory isn 1 the safest 
of jobs but our 

dummies take to it like Paul Daniels to hair 
restorer It seems someone has set light at 
random to a few of the fuses and these need 
to be put out before they rnn the 
production line, permanently! This is one of 
the more testing levels but luckily you start 
the game with five lives. 


retrnthph 


it’e not an easy life breaking 
Jyour body into thousands 
9 of tiny pieces in the name 
of entertainment but quite 
simply the game would lose 
its appeal if you didn’t. The 
different levels have an 
originality which is seldom 
seen nowadays in any game 
for any machine. The 
characters are fun to control, 
and all together, this is a 
game worth having. 

Andy Sharp, CB Action 



FEATURES 

* Three division league with 16 teams in each division. 

* Automatic promotions and relegation for two teams, 

* Two types of Cup competitions, A knock out cup competition 
with Extra Time, Replay and sudden death penalty shoot out. 
Premier Cup is a two leg Cup with away goal rules. 

* Option to play on the pitch, watch the match or get computer 
predicted result. 

* Very sophisticated computer prediction based on Home or Away 
fixture, skills - attributes - morale of individual players of both 
teams. Choice of tactics is very important. Even the recent forms 
of the team are taken into account. 

* Tight financial controls ensures that managers have to run a 
tight ship by putting expensive players on transfer list 

* A lively transfer market. Competitive bidding by other Managers 
ending with haggling between the highest bidder and seller. 

* Scout facility to seek a suitable player from the ranks of 
unsettled players, ^ 

* Physio may recommend rest period for a player recovering from 
injury You decide either to play him and take the risk of 
aggravating injury or rest him, 

* Comprehensive records of Club achievements. League and Cup 
successes. Hot shots etc. 

* Opportunity to change job, a tougher one for ambitious or one 
with less stress for those who cannot take the strain, 

BATTERY BACK UP TO CONTINUE SEASON AFTER SEASON. 


Player Manager is totally unique in 
conception, combining soccer 
management with action on the pitch. 
A specially programmed version of 
KICK OFF with it's blistering pace tests 
the mettle of the manager. 


SYNOPSIS 


You are an Internationally capped 
player with several years of first 
division experience. Aged 28 years 
or so, you are at the crossroad in your 
career and seize the opportunity to be 
appointed PLAYER MANAGER of a Third 
division club -a path to glory or obscurity. 
The financial resources are scarce and the 
squad consists of average players and some 
with the best years well behind them. 


Your task is to assemble a match winning 
squad. Use a lively transfer market without 
bankrupting the club, raise the morale of the 
players and match your squad to the tactics 
you adopt for each match. 

In the lower divisions, you can dictate the 
game on the pitch due to your superior 
attributes, skills and experience as an 
International class player. You must use these 
advantages to gain promotion quickly before 
your age seriously starts to impair your ability. 
In the 1st division the going gets really tough. 
With the headaches of cup ties, injuries and 
suspensions, the life of a manager is no bed of 
roses. 


The PLAYER MANAGER is played in real time. 
All other managers, 47 of them, are playing 
matches, buying and selling players to win 
promotion, so much so that the player you 
desperately wanted but failed to agree a price 
one week may be gone next week to some 
other club. PLAYER MANAGER is based on 
real life drama of the soccer world with crowd 
troubles, injuries, board problems etc. It is 
absorbing, frustrating, rewarding but above all 
fun as it brings reality of soccer league to life. 


RELEASE: MARCH 1993 




i m a g i n e e r 

Distributed in U.K. by Anco Software Ltd. 

Unit 7 Millside Industrial Estate, 

Lawson Road, Dartford, Kent DAI 5BH U.K 
Tel: 0322 287782 

















I 


publisher: KONANII available on: ALL FORMATS 


rince Of Persia has appeared 
on virtually every format 
around at one time or another. 
Now Super NES owners have the 
chance to play one of the all time 
classic computer games. 




BA&f/V \ 

You can make our enormous trouser wearing hero 
>rm a myriad of impressive athletic feats that 
will irn jze and astound you. This may explain our 
main character’s strange choice of lower body 
do thing. It would be impossible to carry out some of 
these stunts in a pair of drainpipe jeans for instance, 
without the possibility of seriously disappointing 
his future wife. Or something. 


You must somehow manage to get out of the dungeon, 
however that is going to be anything but easy (just as well 
really!). If you are to succeed you must negotia te a multitude 
of deadly booby traps, gaping chasms and disintegrating 
platforms. On top of all that you will also come across the 
best swordsmen in the Vizier's army, but 
fortunately, you have an unusually large 
weapon yourself! Now, just what would the 
Vizier t hink? 


NUN AU1N& 

You can make the Prince perform all sorts of activities. 
To make him run, simply press the directional pad in 
the direction you want him to go and he will start to 
gallop along. Take care though, as he takes a couple of 
steps before stopping his run. This makes it all too easy 
to go plunging off the edge of a precipice if you leave it 
too late. Pretty stupid of him really! 


W hat can I say that 
hasn’t already been 
said In the other- 
reviews of this game 
elsewhere? It was one of the 
best platform games ever on 
the other computer formats 
and now It has been Improved. 
If you have to buy a game 
then you really should get 
hold of this one. It 
r ~ B is superb! 

^ Steve McNally, 

Amiga Action 


The evil Grand Vizier has 
kidnapped your girl and 
intends to force her to marry 
him the nest morning. To 
prevent you from interfering 
and foiling hfr plana Ue has 
imprisoned you dee p v t'hin 
dungeons <4 bis palace. 

3 You must escape the 
labyrinth if you can, 
avoiding the traps and 
killing the Vizier s 
henchmen if you are to stop 
your hated enemy from 
having his wicked way with 
your woman. 


During the recent festive period, nearly 
everyone must have seen at least one of 
the repeated Stub ad films on BBC 2. 

Now you get the chance to act out the 
part of one of your heroes! (??! - Ed.) 


reviewed an: 


If that jump is just a little too far, or you are completely hopeless 
and mistime it so that you fall short of your target and go 
plunging to a horrible death, then don't despair (well, try not 
to!). It is possible to grab on to a ledge and drop down past it. 
You can then swing yourself up to safety. All you have to do is 

hold down the jump button. 


As you progress 
through the dungeon 
you will constantly be 
attacked by 
maraud: no members 
of ihe Vbjei’s army. 
You ntiusi then engage 
them in a little of tftnt most ancient art, 
'r.vordplay The first fs^wyou come across 
are completely incompetent and easy to 
kaiL Ii is only later on however that the 
good ones are wheeled out. They become 
extremely tough and are masters of their 
art, so don't expect to beat them easily 
(especially if you still haven’t sussed out 
how to use the controller!). 


From time to time, you will come 
across one of the V trier's men 
waving a sword around 
dangerously. Since you are a 
pacifist, youTl probably take 
exception to this. 

Fighting with your sword, once 
you have found it of course, takes a 
little while to master. You are able 
to block high, cut low, parry high 
and thrust low. Each button on the 
control pad operates one of these 
functions, and the D-Pad advances 
or retreats your character. Getting 
your fingers to do what you want 
will stretch you and the 
swordfighting wih take quite a 
while to master, but you will 
certainly have fun trying. . 


This is the bit all Super NES owners will 
enjoy, the chance to gloat to fans of the 
Amiga version about how much better 
Prince of Persia is on their system. 

Not only have the graphics and sound 
been vastly improved in the version on this 
format, the game itself has been completely 
redesigned, now spanning something like a 
massive twenty levels compared to the 
Amiga’s measly dozen or so E and the levels 
are bigger too, so there! Now, as tor the 
Macintosh version ... 


r * 

i- 

* r*. 


(humann- score) 


/f 

able to perform massive leaps 
gaps, You can jump in two different 
ways. First off is a standing jump. To do this press, 
oddly enough, the jump button. He will then jump 
as far he can from that very 
spot. The other type of jump 
is a running jump, used 
when a gap is too long for a 
standing jump. Simply run 
and press the jump button. 
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T wenty three! Forty six! 

Thirty five! Yo! Hut Hut Hut! 
Crash! Wallop! Crunch! Ah 
yes, American Football, that 
classic blend of tactics, skill, 
speed and of course, extreme 
violence. I’ve never really been 
that hot on the idea of men running 
around in tight trousers and 
shoulder pads. However most of 
my friends find it hard to tear 
themselves away from Channel 
Four during the league season- 


THE 5UPERBUWL IS NIGH 



In any case. I'm reliably informed by these people that pretty soon the 
Superbowl will be upon us. and we all know what that means don't we? 
Waiting up all night, ploughing through a huge pile of munchies* 
listening to that stupid fool who sounds like Jonathon Ross reeling off 
meaningless statistics about unheard of players. 



A 


n 




yj 







i 


/; ; • ‘ \ 

T 


■ 


» r 

j 


mk 


m r 

** p el 

IGURE FETISHI 

5T5 


love i 


t Americans is that when it comes to sport* they 
- the more statistics they can have, the better. If you 
too are a meaningless figure fetishist then this is definitely the 
game for you. because you can't do anything without being 
bombarded with stats. 


GROOVY GRAPHICS 
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The game looks very good. On the field you can 
view the action from several viewpoints. The 
animation seems to suffer from intermittent 
jerkiness but apart from this, on the whole I was 
reasonably impressed with the standard of 
graphics and animation. 



THUMB TWIDDLING 



The best feature of the game as far as I’m concerned is 
the ability for up to 28 human players to take control of 
their own teams in the league- Therms always lots of fun 
to be had beating your best friends into a messy pulp. At 
higher levels, it's not just a case of making sure the 
games go smoothly, the team has to be managed 
properly or you’ll quickly find yourself at the bottom of 
the league. 


This is one of those games you will either love or hate, 
as I've already said. If you like the real sport then you 
will find the game much more fun than non-fans will, I 
found it hard to relax with though, due to a few annoying faults. For example when 
playing in the league, after you’ve played your game for the week, the computer 
has to work out the results of all the other games that have been played during the 
week, and this takes absolutely ages, even on my 66Mhz PC, 1 was sitting around 
twiddling my thumbs. 
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I then, Front Page Sports Football from Siena will 
i need to get you in the right frame of mind. The first thing 
a that unlike many sports games, this one isn't a joystick waggler. 



HARD CORE FANS ONLY 


Although there are several different levels of play ranging from Quarterback 


\\ 


right through to General Manager, the game is pretty complex. In fact most 
people probably won't want to stick at this game for too long unless they're 
real hard core fans of the sport. 





T he computer games 
Industry is like a big Pot 
Noodle, first you’ve got 
the noodles which everybody 
tikes, then there are the 
horrible greeny brown bits 
that are meant, toj lie 
/us; taste 
it u sir in your 
. Fron.i/Page Sports 
Football- is one of those little 
bits of soya, that most 
people think is really meat, 
and whether or not you like it 
depends pretty much on how 
you feel about the real thing. 

lance Concannon, PC Heme 


I’m pretty indifferent about 
remind me o 
everybody 


but 




really 
supposed to be 


hu-ma- 


-core 


whole the sound is quite good. 
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L et’s face it, there aren’t 

many decent games around 
that don’t involve punch- 
ups, ridiculous cutesy characters 
or falling blocks. So it’s jolly 
surprising to see an original game 
design and it’s even more 
shocking to find that it comes 
from Sierra. Yup, that’s right, the 
company that managed to release 
the same game six times by 
cunningly sticking some Roman 
numerals on the end of the title 
have finally had a new idea. 


B ad Influence Magazine! reviewed the 
Mega Drive brother of this title in the 
last issue. Now the hand held version is 
with us, so you can now give it a whirl even 
while your dad’s watching Panorama! 


Y et another 
great conversion 
courtesy of US Gold. 
The similarities between this 
and the Mega Drive version 
are remarkable and the 
programmers should be 
commended for this. The 
Game Gear is fast becoming 
a hot property with some 
neat games - no longer do 
owners have to put up with 
duff products. 

Paul McNally, ST Action 


[ENGINEERING ANARCHY 

Moat of you lot should bo able to remember that rather naff board gam© 
called 'Mousetrap*. The one with all those plastic pieces that you had to 
put together to build a huge contraption - the only problem was that it 
never worked because the elastic band had snapped or s omething - 
These are the kind of gizmos that Incredible Machine lets y o u build. 


What we've got here is a platform game 
with some fiendish puzzles and 
many sections where your 
"X finger dexterity will be 

tested to the absolute limit. 
Don’t ever let anyone tell 
you that this game is easy, 

? because if they do then 

^ w they're lying through their 

teeth, so give 'em a crack 
from me and teH them to 
behave themselves. Then 
mmm get down to some serious 
1 \j practice or you won't stand 
t rrrrxi/ a chance in hell! 


| f I PLUS POINTS 

On each of the 80+ levels there is a puzzle to be solved. For example you 
might have to gel a basket ball through a hoop, or smash a goldfish bowl To 
solve the puzzle you will have to build a machine from the list of components 
provided for that level. 


As ever, our professor is armed with f 

his trusty bullwhip. Any baddie will 

think more than twice before 

approaching him if they believe 

they're going to get belted with this 

piece of apparatus. Having said that, 

a lot of the goons are armed to the ^ 

teeth with guns and other such 
deadly weapons. Never fear though, 
because Indy's a bit tough and can 

also punch people very L 

hard in the mouth, V 

which can be quite an ^ 

effective weapon to 
have as well! 

This Indiana Jones game is 
Jg * based on the third film in the 

trilogy - The Last Crusade 
(yep, that,-; the one with Sean Connery in it before you ask!) 


! “ BIZARRE 

Some oi the 
components are 
perfectly ordinary 
mechanical type 
devices such as 
gears, conveyor 
belts, pulleys and so 
on. However, most of 
them are very 

bizarre, For example, there’s a monkey on. a 
bicycle that will only start pedalling if it can see a 
banana. As you'd expect, really. 


HERRING-DO 

Of course, if you had unlimited 
components the game would be far too 
easy. So on each level you are only given a 
few machine parts T in some cases you may 
have to use aU of them, other times you 
might be able to find a short-cut . Many of 
the components you’re given are simply 
red herrings there to confuse you. 


Graphically the game is a 
bit special. The main Indy 
sprite is well drawn and 
moves Like a dream, even 
if you have one or two 
problems get bug used to 
the control. Once this has 
worn off though , there £ 
should be no problems 
and you'L be qble to relax. 
The backgrounds are also 
well detailed and colourful 
and add greatly to the 
atmosphere the whole 
thing creates. 


The entering thmg is that U's very similar in looks to the Mega 
Drive version wnh the graphics being more or less identical for 
the most part. A great job has been made of converting this to 
the portable format 


I t’s great, I never thought 
that something completely 
lacking in sex and violence 
could be so much fun. This is 
a game that everybody will 
want to play right through to 
the end, and your parents 
would probably approve as 
well. Hurrah! 

Lance Concannon, PC Home 


The idea is to get to the 
Holy Grail and if that 
involves a bit of Nazi 
bashing then so be it 
In fact, there’s a whole 
German army to get past before you get to 
the Grail, because old Adolf is quite keen 
on getting hia paws on it to. 
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A nother graphical 

adventure creeps out 
of the dark places and 
takes its place in the 
computer games gallery. But 
what is it like? 


The island of 
Drakkhen is 
threatened by four 
dragon kings who 
control the forces of 
nature. They have 
stolen a load of gems 
which for some 
mystical reason hold 
the balance of not 
only Draconi bm also 
the whole universe. 

To cut a long story 
short you have, for some 
insane reason, decided U 
save the universe,^!? e« 
the gratifujferf wf. Lb or. ■ c 


WHEN THE DRRGQNS 
NEPE DESTROYED , Ft 
MEW WORLD WRIS BOPN 


theptart outton is 
Kessec^roiill find yourself 
blandest screen you 
could ever be on. But, after a 
quick walk around the 
immediate area a few new 
avenues will open up to you. 


What are you waiting for? There are 
the gems to find and they certainly 
won't come looking for you! Here 
we see the party at the entrance of a 
towering castle. What secrets does 
this daunting budding hold? Only 
by cautiously entering the 
construction will these and 
hopefully many other taxing 
questions be answered . 


YOU WRVE JUST 
STEPPED INTO ‘ 

CASTLE Or THE 


iRTH 


The dreaded dragon proves 
V to be just a little bit too much 
Ifor our party of warrio rs and 
y magicians. mostly past their 
* retirement age by the looks 
of them. 

As we can see here, the 
dragon has already 
murderously despatched 
two of the brave but 
foolhardy warriors. Maybe 
an dishonourable retreat is 
in order. Welt, a man s gotta 
do etc. Follow me, Lads! 


The graphics are viewed in third 
person perspective and as you can 
see by the screen shots, all the team 
can be viewed at any one time. This 
gives plenty of scope for you to see 
the horizon and anything interesting 
dwelling nearby. 

All in all, the graphics are nicely 
drawn, but is a well-presented 
graphic adventure going to be enough 
to compete against the likes of Indiana 
Jones and the Fate of Atlantis or 
Dark Seed? There’s only one way to 
find out... 
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EVEN HORDKHEN 


CASTLE HRS LEFT R 

^ILE OF RUBBLE. 

- |» SEE THE RUBBLE , 

ftVM Mini- 
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our heroes 

[ cSne0 cross a mean and 
%^#Coody monster. 

You'll have to use a 
combination of brains and 
brawn if you're ever to 
overcome this heinous beast. 

This is just one of the many 
locations that can be searched 
for and discovered in this 
computer game. 


I ' WELCOME . HUMRMStt I 
1 AH PRINCE HORDKHEN 





Just one of the many still 
screens that set the scone 
throughout various stages in 
the game. 

Like all inns in this type of 
graphical adventure, they 
offer a place for weary and 
footsore travellers to rest, 
are an important help in 
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S ihort tdjprrt. Pral&hen 
very little to the 
need graphic adven- 
and this is maybe 
j game falls down. It 
just doesn't compare well 
with other graphic adven- 
tures, and in the long term, 




This is how those Gashy characte; 
used to their best. Here we safl a 
full j aw-smaahing p t og s as a ti't a 
actual lands^^backg^unsto aren’t more 
detdUfrf? b#ter araited ittw* contain more 
mteipstmt^aatyes ffotigh* Ah well! 


brawl in 


This is one of the few senu 
impressive screenshots in 
this second rate role playing 
game. Our heros use all 
their power and resources in 
attacking ih is big demon 
type bloke. 

If the party fares well m battle then 
they may find themselves rewarded. But 
who cares anyway, ifs not very interesting 
to be perfectly honest. 


r 
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the quest to find the gems 
may welt be an interesting 
adventure, but personally I 
couldn't handle walking 
around aimlessly . 

Brad Burton, ST Action 


Ah. there's nothing belter than 
a brisk stroll down a country 
road. The birds, the trees... but 
keep your wits about you! The 
enemy who wauls to stop you 
retrieving the gems will come 
out of nowhere and pounce on 
you without warning. 

Also (he roaming monsters are as 
much an threat to the enemy as they are 
to you. So keep your eyes peeled, your 
loins girded and your cliches sharpened, 
le: Beware! 


Ifs night time in the island of Drakkhen and 
as you can see, all of those nasty tittle 
alligators have decided to come out of their 
hiding places. 

Don't worry, the fighting skilb of the 
adventurers are impeccable though and it'U 
only be a matter of seconds before the 
snappy ad versary ts sent crawling back 
from whence it came. 

A! least, that's the idea, but as you all 
probably know, things are never that 
simple in games like this... 







ver fancied living in 
prehistoric times? You 
i^LJI have? Ever fancied 
taking part in a sporting 
event in prehistoric times? 
Yon have! Well then, this is 
the ideal game for you! 


BLAST 

Basically, the idea B 

of the game is to ■ 

fly around the ^ I 

space ship* taking M 

out various 

different types of I 

aliens and A 

machines which \ 

have been sent out 
with the sole 

intention of nw* 1 f 

blowing you into a HJgJ \ i 

million tiny pieces. 

If you can survive this onslaught then 
you can give yourself a nice big pat on 


I f flying around a space 
station shooting things is 
your type of thing, then 
you could do a lot worse than 
to check this out... 


You must take on the roles of 
a bunch of cavemen who are 
competing for glory and a 
much-coveted medal from 
the legendary Din Olympics. 
Sadly, this is an event which 
has now died out, which is a 
real pity as I wouldn't mind 
having a stab at it myself. 
Never mind, you can’t have 
everything, at least 1 can play 
it on the Lynxt 


•LET'S GET 
THE TORCH 


m ROGER 
RAMJET 

The main character 

looks like a renegade 
from one of those dodgy old five minute 
space cartoons that used to always be shown 
on Saturday mornings when I was a kid. Fond 
memories of that old favourite Roger Ramjet 
will simply come flooding back as soon as you 
set eyes on the main sprite, and you will 
certainly enjoy playing him. 


J\ ± M ALIEN 
J MASSES 

Hordes of aliens 
and maniacal 
machines come 

screaming towards you constantly 
while you are playing The Power 
Factor, and completing the game will 
undoubtedly take more than one set 
of batteries. H I were you 1 would 
save up and buy a mains adaptor as 
soon as possible \ This is one of the 
classiest shoot ‘em*ups 1 have seen 
on a hand held system, generating 
plenty of excitement, as well as 
providing a long lasting challenge. 


\ jj y/ l a j jypj 

The Lynx must be the most underrated 
computer system around, especially when 
you consider how long it's been around. 
Buy this game and you will be amazed by 
the quality of its graphics, animation and 
sound, unless of course you are used to the 
generally high standard of Lynx games 
these days. The game is also great fun to 
play, with some wonderfully amusing 
touches and great characters , 


G raphically, Pinolympics 
shows what the Lynx 
can do extremely well. 
This is especially impressive 
when you first come across 
it, especially if you are not 
used to hand helds of the 
quality which the Lynx 
provides. Fortunately this 
initial impression does not 
wear off quickly, and you 
are left with a very enjoyable 
little number. 


POWER UP 

As with most shoof emmpa, you 
axe able to power up your main 
weapon, making the game much 
easier, obviously, as well as 
collecting Items such as bombs 
and hand grenades. You can 
build your laser up to an 
immensely powerful killing 
machine which takes out 
enemies with a single shot. Don’t 
get cocky though, you will need 
them when it comes to the later 
levels as some of the enemies 
are really difficult to kill! 


In many ways Dinolympics bears 
a certain resemblance to another 
computer game; Humans, The 
setting is very similar, with it 
being in prehistoric times. The 
main characters are also quite 
alike to those in this other game. 

Along with this, many of the 
objectives are pretty much th 
same as they were in the 


TjlfTW m JUMP AROUND 

Your main character can perform other actions 
,►=***- - as well as running around shooting tilings He 

also has a jet pack. When he uses this he can 
Coat around shooting nastier. Thin method 
comes in particularly handy when you have to take out a laser for instance, which is 
fired from the top of the screen. This feature comes in extremely useful when the game 
becomes more complicated in the i alter stages. 

Without it there is no ’ .xsirie way ’hat you could 
ever come ©von close to completing the game. You 
will have to team how to use it quickly and 

efficiently if you art to be successful. You may find it k is m n n n C 

di fficul t at first, but it will become second nature . \ || * U * 111 * u 1 1* IT u 


P L A7FO R M P U 2 7 LES 

The gameplay is similar to a platform 
game* with your character being forced 
to wander around the screen jumping 
over gaps, climbing ladders and 
collecting objects. 


O nce again the Lynx 
proves itself to tb& 
market leader In h**d 
helds when fr- aejne* U> 
quality,/# rid enjoyment. 
eorwthlrrf tohiaii' games on 
thi* 3»y»tem constantly 
manage to provide. This would 
rival many shoot’em-ups on 
the computer system e, and It 
wipes the floor with Its hand 
held rivals! 

Steve McNally, 
Amiga Action 


At the start of each section of the game, you and your 
team of little helpers are presented with your 
objectives for that level This will be get th© spear* t 
or something equally obscure. You must then rake 
control of your men and guide them to the spear 
within the designated lime limit. 
Manage that and you will be given 
another objective, usually linked to the 
lam mission. 
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I ndiana Jones has returned once 
again to the home computer 
scene. His millions of fans don’t 
care that he is named after the family 
dog, and why should they when 
computer games based on him are 
this good! 


DECISIONS DECISIONS V 

The Fate of Atlantis is packed lull of novel 
features, none more so than the ability to complete 
the game in tliree slightly different ways. You can choose 
to play the game as a team with Sophia, or you can 
choose to go it alone and think the puzzles out yourself. 
Finally, you can opt to fight your way through the game. 
Each different path affects the way the story progresses. 


SUPERIOR 

Sadly, the story for 
this game is not 
based on a film 
script as its 
predecessor was. 
For some strange, 
inexplicable 
reason, the big film 
producers decided 
that thr ee films 
based on the 
character was 
enough. Here we 
see Indy and his old 
friend Sophia 
Hapgood going in 
search of the lost 
dty of Atlantis . 

Their journey 
takes them around 
the globe and 
through a senes of 
hilarious and 
exciting escapades 
which are far 
superior to those in 
any other graphic 
adventure 
available. 


IDIOTIC INDY 

There is an excellently humorous credits 
sequence which is based around Indiana Jones 1 
search for a statue, local ed somewhere m the 
halls of Barnet! College, in the city of New York, 
The intro and credits sequences show Indy 
as a clumsy idiot as he experiences a series of 
mishaps which include plunging down a coal 
chute and falling through a weakened 
floorboard. What a guy! 


TtJLtZ * 

NICE KNIVES 

At some point tfillie proceeding*; you mil have to 
visit th<J rathfrr attractive, f! extremely poverty 
strigke a country of Algiers. There you will find an 
out of lack knife thrower who cannot find a 
volunteer to help him with his act since the 
unfortunate accident 1 which occured the last Lime 
he found someone game enough to have ago. 

You will have to give Sophia a bit of a push 
though before you can persuade her to take 
pan, and in gratitude the artiste will 
present you with a handy gift which 
J you will need if you are to be able to 

complete your task. No time to hang 
around though, best to just get on with 
7 the task at hand. 


GHOSTLY GOINGS DN 

The laughs come thick and fast in Indiana Jones and 
the Fate of Atlantis, making it the most enjoyable 
graphic adventure on the Amiga to date. However 
some die hard fans may be a little upset at the way 

their hero is portrayed in this 
particular episode. He is 
certainly not shown io be the 
m macho superhero we all 

Tdfh thought him to be. 


HOT AIR 

A hot air balloon ride is the order of 
the day now. It is here that you realise 
how good the mouse driven interface 
actually is. It is by far the most 
advanced system employed in a 
game of this type over. It is no easy to 
use Uvu f Guarantee that you could 
play the game 'without even glancing 
at an instruction book. 


DESERT DESIRE 

The graphics tn this game are 
nothing short of breathtaking. They 
even surpass those in any of the Iasi 
few Lucas films adventures, and yes 
that does include The Secret of 
Monkey Island II. 

You really would be a complete 
fool to miss out on this game, unless 
you can’t stand graphic adventures 
that is! The words state of the aif 
spring to mind... 


■usae* 

The puzzles ate some of the most 
trigonous usedm a graphic 
adventure For example, in order 
to got across the chasm you must 
get the rodent to stand m a 
certain place and crack your 
whip over its head, h will then 
scurry along a dark path, up to a 
snake which will wrap itself 
around the rodent. The rodent 
will then fall into the chasm and 
you can use the tree which the 
snake was wrapped around to 
cross the gap 


I ndiana Jones and the Fate 
of Atlantis is undoubtedly 
the best Graphic Adventure 
released on the Amiga so far 
and it is difficult to see 
anything surpassing it in the 
near future. You will not 
believe how good this looks 
and sounds, or how well it 
plays. Destined without a 
doubt to become a classic. 
Buy it, immediately! 

Steve McNally Amiga Action 


COLD CAPERS 

Indy’s travels take him to many exotic locations. 
However, ! wouldn't class Iceland as being exotic 
and that is where we find him at the moment, 
chatting to Professor Hetmdall who is as nutty as a 
fruitcake after spending years alone on obscure 
archaeological digs. Professor 
Heimdall is just one of a multitude of 
weird characters you will meet. 


CO-OPERATION 

You have the ability to take 
control of Sophia Hapgood, At 
various points in the game you 
will find that she has much mere 
success m solving various 
problems such as talking to men. 







WONDROUS WHIP 

Some of you will be glad to know that Indy's Whip has been 
included in the game. Although it sounds like a brand of ice 
cream it is a deadly and patent weapon. Happily, good use is 
made of it and it is impossible to complete some of the puzzles 
without making good use of it. 


Walk to Sophia 

Give 

Pick up 

Use 

Hf % 

Open 

Talk to 

Push 

n ykf j| 

Close 

Look at 

Pull 
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DESERT ’ 


Sfe_j\L v ■ , 

jfc OISASTER 

Disaster has struck! 
Sophia has fallen 
dawn a hole at an 


Give Pick up 

Open Talk to 


up Use 
to Push 
at Pull 


Wto 


abandoned dig site deep in the heart of 
the desert. Although it may be tempting 
just to leave her there* you had betier 
ftippin' well try to find a way of getting 
her out! 

This is one of the trickiest puzzles in 
the entire game. U you can solve it 
without getting stuck then you are doing 
very well and should soldier on 
throughout the rest of the game without 
too many troubles! 


LABORIOUS 
LABYRINTH 

Late in the game you will 
come across a labyrinth. This 
is a sort of maze. Crack it and 
you will be very close to 
finding the lost city of Atlantis 
and completing the game. 
Don't be fooled into 
thinking that it will not lake 
long to complete as some of 
the puzzles are fiendishly 
difficult. Add on to that that it 
is a fairly large game and you 
have quite a challenge on 
your hands. 




Giue Pick up Use 
Open Talk tq Push 
Close Look at Pull 
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UNDERGROUND 

You will be unable to rescue 

Sophia from her hole without venturing into the actual dig site 
itself. Your first problem is therefore to somehow gel some light 
into the pitch black. Will you find some useful object hidden 
somewhere, or will you have to torch the place? 

Once you have managed to suss that out, youli ^scover that 
you are still a long way horn finding out how io rescue Sophia. 

After you've figured that out and you must make your way to 
where you think the Lost 
City now rests. And don t go 
thinking it's - 

going to be easy 

either because i? i IHI'ID' 3 ’ I 1 ‘ O' S’ C' OT' B 


HOT AIR 

One Oi the more enjoyable 
sections of the game is the arcade 
type balloon flight. You must 
carefully pilot your balloon around 
the various locations in your hunt 
for the lost 
Nazi dig site. 
Sound easy? 
Wait until you 
get there! 






This season, the most detailed 
football simulation ever 

hits the field. . . 




Imagine playing foot hall and touching 
the action fi-om ail points of view. 


May as a coach, qmrterhaek % or general 

manager. 


The action varies fiom city to city, just 

like in real life . 


Design your own plays or c 
200 stock plays* 


Excellence in 


Stats... Action... Everything... 


From I>\ mi mix, the company that reddined flight simulation with Red Barov and 
Ace. of the Taafh\ comes the most comprehensive anti graphically detailed football 
simulation to ever hit die computer field. Unlike the competition* front Page 
Span fmnhall isn't a watered down version of reality covered by a fancy license of 
famous names, It does r veiy thing like you've never seen before. Action* stats, 
management,,, every conceivable clement of the game is recreated in amazing 
detail. And most importantly* you decide what To control Pure action, pure stats 
or an where in between.,, the choice is yours with a simple dick of the button, 

front Page Sports: fmnhall \ - very thing a football simulation should be. 


PART OF THE SIERRA FAMILY 


For further information call; 

( 0734) 303171 








publisher: ELECTRONIC ARTS available on: MEGADRIVE (E34.SS) reviewed or: 


I t may be a little too 
drafty to pop outside 
and go for a quick 
round at this time of 
year so now all you have 
to do is dig out your 
Mega Drive and reach 
for your controller 
rather than your clubs. 


CLUBBING IT 

As you well know each round of golf starts oU from the tee on hole one Swinging the 

club hard is not the 




m pdf H 
Stroke.- J l 
[|i? 


oidy requirement in 
good golfing. A 
little precision is 
also required and 
this can be 
adjusted on PGA 
Tour II by careful 
judgement with 
the on-screen 
indicators. Info on 
the holes is also 
given in the 
bottom right hand 
comer of the 




■“ Cluj,': l*r ii'Cf 


I f you like golf and you like 
Mega Drives, you can’t 
really go wrong with this. 
Everything’s there you need 
and Electronic Arts have 
done another good job. They’re 
already renowned for their 
Sega stuff and PGA Tour II 
should continue the trend. Of 
course, if you don’t like golf 
you should probably try and 
get a demo first! 

Pail McNally, SI Acfim 


WATCH THE BIRDIE 

After the shot has been played, the camera 
switches to a new angle to follow the path of 
the ball through the air. Watching the ball land 
from this alternative view can be extremely 


useful when planning your next shot. Just look at the lie (golfing term for all you pros c 
there) . select a new club and give it a belt! It really couldn't be simpler 


PUTT IT THERE 

Another golfer prepares to 
take his shot on hole one, A 
number of different courses 
are provided within the game 
and you can choose which 
one you want to play on. As 
well as a variety of matchplay 
options* there is also the 
chance to practice your 
various skills like putting on 
the green before you swing a 
competitive club. You can also 

make a total fool of yourself on television in front of millions of people! 




X humanoscDTE J 


BOTTLE JOB 

It's that pressure putt. If you 
make this then you've won a 
dirty great big tournament and a 
lot of cash to boot. Of course, 
your bottle could always go. you 
could make a mess of your final 
shot and not have any winnings 
with which to buy more 
ridiculous golfing clothes with! 
What would you do without a 
new yellow and brown tank- top? 
There's always next year! 







WIN SUPER NINTENDO 
+ STREETFIGHTER 2 
+ SUPERSCOPE 
All the arcade action 
in your own homel 

0839 405077 

ACTION REPLAY 
FOR YOUR 


0819 405975 


MACHINE 

Infinate power, Animate 
lives, become invincible 



WIN A MOUNTAIN BIKE 

The bike of your choice up to £200 

0819 495979 





+ TV TUNER + SfalMIC 2 



V. tuner 


WIN AMIGA A600 OR 
AMIGA A 1 200 
Choose between the 
new 36 Bit Al 200 or 
,the thrusty A600 


Every episode of the original series 
worth over £400 


9819 495974 Run riot in a game 


store! 


IMS Ltd, P.O.Box 28, Northampton NNI 5DS 

Calls cost 36p (cheap) 48p per min (all other times) per min. Max call time 7.5 minutes. 
Multiple choice questions, with decider. Please be sure that you have permission to make this call 








S pooky goings-on in an 
old deserted mansion 
provide for what is one 
of the technologically 
exciting computer products 
ever! Will you be able to 
pluck up the courage to go 
Alone in the Dark? 


ALTERED 

ATTRIBUTES 

Thankfully Infogrames 
have made the game play 
differently depending on 
which gender you choose 
to play as, and not just 
changed the way the main 
character looks. Emily is 
not as strong as Edward 
but is more agile. Perhaps 
most interesting though, is 
the fact that Emily sees the 
whole house front a 
different perspective, as 
she has many memories of 
her childhood spent living 
there. 


STARTLIMG SOUNDS 

The sound through a Soundblaster sets the 
scene perfectly, raising your heartbeat to an 
almost dangerous rate. Your footsteps echo 
around the walls, strange moans can be heard 
from somewhere within Derceto. 


MACABRE MANSION 

Picture the scene, completely alone in an ancient house, 0 
suspended by a thick rope, painter Jeremy Hartwood swung 
monotonously from side to side. People can only guess as to 
the reasons why. Pressures of work? Perhaps a nervous 
breakdown, or even, an escape route from the evil presence that 

resided in his house, Derceto, You must attempt to discover the awful truth behind the death of Jeremy Hartwood, 


& ■ tojie in the Park is quite 

A s imply the most 
atmosphferic, frighten- 
ing and possibly even best 
computer game of all time. PC 
ownefs can stick a collective 
tongue out at owners of 
other Systems as none of 
them can match this In 
terms of sheer quality arid 
enjoyment. Near perfection! 

Steve McNally, Amiga Action 


MYSTERY 

The unfortunate demise of 
Jeremy Hartwood is a story 
that you will want to 
investigate right up until the 
very end. Were his wild 
stories of vicious zombies, 
horrific wolf like creatures, 
and various other unknown 
beings reality, or simply the 
product of an overactive 
imagination stretched to 
breaking point and far 
beyond. If you don't play the 
game to the finish you will 
never find out, but I guarantee, 
once you start 
playing you win 
not stop until you 
do! One of the 
most addictive 
games ever 
produced. 


DEATHLY 

DERCETO 

Do not take on this job 
lightly, you will enter 
Derceto at your own peril! 
This is certainly no quiet, 
cosy stat ely home. You are 
certainly not going for a 
nice, quiet weekend break 
in the country! 

Actually, entering the 
house just might turn out to 
be the easy part, leaving 
could prove to be hell! 
Remember, you don't just 
have to explore the mansion 
itself, you will also discover 
the ghastly secret which 
lurks beneath! 


PERFECT PERSPECTIVE 

I know you have heard all of this before, but it really is like playing 
the main character from a film. You may not believe it, but in this case 
it is actually true, Infogrames have achieved (his through the use of 
tremendously clever camera angles to show the action. There are 
always between two and five different cameras for each scene and 
some are at pretty unusual angles, such as high in the top comer, or 
right down at ground level. It's difficult to describe such a process in 
such a short space, but it adds immense atmosphere to the game. 


AMAZING 

ANIMATION . - V, e 

The animation simply has 
to be seen to be believed 
Even on the slower 
machines the action is kept at 

a more than acceptable rate, and despite what some of 
the other magazines say, it is definitely worth buying 
even if you only have a humble 286. 

' The pace is kept up by removing some of the 
frames of animation on the slower machines, I did not 
find this detrimental to the game in slightest, in fact I 
could hardly even notice that they had even been 
removed, and the game certainly lost none of its 
massive appeal. Buy it, no matter what your machine! 


CHARACTER CHOICE 

No one could accuse Infogrames of alienating any female gamesplayers 
here. They have provided you with a choice of playing either the male 
private detective Edward Gamby, called in to make up an inventory of 
objects contained in the house, or you can play Jeremy 
r- Hartwood ‘s niece, Emily, who finds she cannot possibly 
believe that her dear departed uncle committed 
suicide. After all, she did spend most of her childhood i 
ihe house as a child, and has heard, the stones since... 


FEARSOME FUN 

There is no escaping the horror element m this game. It is 
certainly not one for the children or faint hearted among you! 
Try playing it late at night with the lights down and the music 
turned off. with only the echoing sound of your footsteps, and 
the howling of the wind through the mansions corridors t o see 
what I mean. You will more than likely scare yourself silly. 




Weir looks just 


like his twin 


brother. 


Here's Andy 


as himself and 


(above | in a 


scene from Puss 


in Boots and 


(below) as Jim 


Hawkins in Treasure 


Island, 


his 

twin 

brother 


He’s outrageous and 
mysterious. He’s the 
white-faced, red- 
eyed weirdo who 
lives in a garden 
shed. Yet when 
Bad Influence! 
magazine pushed 
open the shed door 
and ventured 
inside to 
take a closer 
look at that 
champion of 
the cheats - 
Nam Rood - he 
was strangely 
silent about 
himself. But we 
found out a lot 
about his twin 
brother! 


W 


hat have fireworks, an 
otter and the son of 
pantomime dame got 


in common? We found the answer 
in that rubble-strewn shed which 
is the source of hints, tips and 
cheats for Bad Influence! view* 
ers. 

We went there to interview 
that fount of all knowledge, Nam Rood. 
But he was in his usual aggressive mood 
and declined to speak to us. Instead we 
talked to an other visitor he had that day - 
his twin brother, 23 year old actor Andy 
Wear. And HE had plenty to say! 


"] was an actor from an early age", he said 
"My mother remembers [ was always 
entertaining relatives and visitors - going 
behind the settee and coming out as dif- 
ferent characters as well as doing very 
bad impressions. But both my mother 
and father always encouraged me". 
Young .Andy went to Moorside Junior 
School where his first acting role was 
as a female clown. He then went on 


to Greaves County Secondary 
School in Lancaster - later 
closed down before it could 
claim the fame of having tried to 
educate the promising young 
actor. 

Secondary school brought him 
his first rewards from appearing in 
front of an audience - not loads of 
dosh but a T-shirt, won as a consola- 
tion prize in the Anchor Butter Youth 
Theatre Awards. He started work with the 
Lancaster Youth Theatre but his first paid 
job was as assistant stage manager with the 
Dukes Hay house in Lancaster, 

He also worked at York Theatre Royal for 
eight months as assistant stage manager. 
They even asked him to appear on stage. 

That's when the fireworks came into 
play. He was invited back to the Dukes 
Playhouse to organise fireworks for their 
outdoor production of Wind in the 
Willows. 


He wasn't just letting off the odd Roman 
Candle, but was handling the technical 
side of "outdoor pyrotechnics" with huge 
and potentially dangerous display fireworks 
which you need special training and a 
licence to operate. 

l "One of the actors had to drop out 
^ during the last week of the show' and 
the director asked me ifl svould 
A like to put down my fireworks 
K to step into his role", 

H recalls Andy. T jumped A 

H at the chance and 
H ended up play* 


ing Daddy Otter and some other char- 
acters as well, 

"Wind In The Willows was really a 
turning point in my life. That's where l 
w'as spotted by the theatrical agency l 
am now with." 

Andy's appearances are organised by 
Lancaster-based Target Casting, and in 
1990, within three months of joining 
Target, he won a part in a National Theatre 
production called Trackers of 
Oxyryhnchus, a very successful play by 
Leeds poet Tony Harrison. 


He played a dog dancing hooligan (shades 
of Nam Rood!) - in fact all of the cast had 
to dog dance for the whole two hours of 
the show which was acted in verse, 

"It certainly made me very fit", said j 
Andy. "The play was at the Olivier 
Theatre in London and 1 went tu Vienna 
to open the Vienna festival" 

He got his first TV work appearing 
as a newlywed on honeymoon in 
Blackpool for Granada TV's play Coastings 
and as a lager lout in a BBC production 
called The Sharp End. He has also 
appeared at the Bolton Octagon 
and The Crucible in 
Sheffield. Then, w'hen he 


{ was offered a part in a 1991 
t Christmas panto, Puss in 
Boots, he was persuaded to 
shave his head. He played 
\ Danny, the Dame's son, 
,and he looked and 
behaved very much the 
► same as his twin bother 
does today. 

Then Yorkshire TV contacted 
Target Casting looking for a "computer 
boffin" in Bad Influence! 

"1 thought I would have been just right 
for the job", said Andy. "We used to have a 
Spectrum and Nam and I were always inter- 
ested in games. But it didn't quite work out 
like that. 

"1 went along for an interview where 1 
had to perform a small piece of 
script while working 
r three computer key- 
boards. I found it 
r Incredibly hard to use 
r the keyboards and hang 
F on to the script at the 
r same time. Then, when I 
r was getting more and 
more frustrated I told them 
about Nam. And 


Shave off the 


hair and Andy 


















Although he’s a 
bit violent, kids 
accept Nam 
because he’s quite 
safely on the other 
side of a TV screen 



before you could say Snivelling Sonics the 
cameras moved in here - and the rest is 
history!" So the champion of cheats got 
the job, just doing what comes naturally. 
And Andy went back to acting. 

But what is Nam Rood REALLY tike - when 
the TV cameras are no longer peering over his 
shoulder? Who better than his twin brother to 
tell us the honest truth. 

"Frankly, Td say he's the sort of person 
you'd never want to go to the pub with. He 
just gets more and more outrageous/ he 
said. Tm told that everyone on 
Bad Influence! gives him 
advice on how he 
should behave 
including Andy 
Crane, Violet 
Berlin and the 
aew on the 
studio door. 
But he 

! takes no 
notice and 
just carries 
on in his 
own sweet 
way * just 
as he's done 
as long as I've 
known him". 

Has Bad 

Influence! 
changed Nam's 
It'll take more 
brief burst of 
to make him act 
differently", said 
"But I think 


he's really revelling in his new-found noto- 
riety. Even after the first show, he was 
stopped on Leeds train station by a group 
of kids who recognised him. 



"They were keen to get some more cheats 
from him. And that happens quite a lot 
now. He's since taken to wearing a hat, 
which helps to disguise him a bit, but now 
they even recognise him with the hat on". 

"Although he's a bit violent, kids accept 
Nam because he's quite safely on the other 
side of a TV screen. Older children are keen 
on cheats so they like him because he tells 
them what they want to know. Younger 
children just think he's funny, 

“Despite his bad 
behaviour I like 


Nam Rood - and I 


hope the readers of 
Bad Influence! 


magazine do too. 
Being twins, we’re 
almost like the 


same person”. 


HINTS N' TIPS N’ CHEATS N* POKES 


SEGA CHEATS N’ TIPS 089 1 445 933 

NINTENDO CHEATS N' TIPS 0891 445 913 

AMIGA GAMESUNE.... 0891 445 786 

ST GAMESUNE 0891 445 787 

CHEATS GALORE (ALL FORMATS) 0891 1 01 234 

All CHEAIUNES UPDATED 
EVERY WEEK 

INTERACTIVE GAME SOLUTIONS 

SONIC THE HEDGEHOG 1 & 2 0891 866 001 

SUPER MARIO WORLD 089 1 445 924 

STREETFIGHTER 2 .6891 445927 

FIRST SAMURI r| .0891 445 926 

SHADOW OF THE BEAST 1 J2ml 0891 442 022 

FOR FULL INFORMATION ON ALL OUR 
HELPUNES DIAL 0691 445 904 
WIZZKID COMPUTER QUIZ 0891 101 255 
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CA5DAM £32 99 

STREETS OF RAGE £52.9? 
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GAME0OY 
GAMFBQv - TORS 

S, 



DRAGON 3. 
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BA.VT 5MPSON 

STAR • 

SEGA GAMEGEAR + ! 

19.99 

SEGA GAMEGEAG NO GAME 
£ 09.99 

SEGA GAMEGLA3? ♦ COLUMNS 
£104.99 

CHUCK ROCK S3 99 
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FLY TO THE USA 
- STAY IN A 
TOP CLASS 
HOTEL FOR 
3 NIGHTS - 
AND MEET 
AND BE > JR 
PHOTO- 
GRAPHED *E] 
WITH THE 
MAIN 
MAN! 


ybON'TMISS 
v //THIS CHANCE 
)MOr A LIFETIME 

JPHONE 

.•s&BAY! 


COMPETITION ENTRY DETAILS 

ENTER AS MANY TIMES AS YOU WANT! 

0891 54 33 

PHONE AND ANSWER FIVE QUESTIONS AND YOU AND A 
FRIEND COULD BE RUBBING SHOULDERS WITH 

THE. TERM INATOR! 



1) What professional sport did Arnold Schwarzenegger piw compete in? 

A - Body Building B - Darts C - Golf 

2J What was Arnold Schwarzer s las film reL^? 

A - Conan The Barbarian B - Commando C * Terminator 2 

3) VJho played Arr ’d Schw -zenegt, twin brother in the film Twins? 

A - Gazza B Rolf Harris C - Danny DeVito 

4) In Ehr yftm T tat Reca what planet did Arnold Schwarzenegger liberate? 

A -The Moon B- The Sun C - Mars 

p) J 'th f*1\. Terminator what roll did Arnold Schwarzenegger play? 

A - Policeman B - Traffic Warden C - Terminator 

FLYING TO MEET ANNIE MARCH 5th!l 




WIN ARNOLD VIDEOS 
T2 SPECIAL PACK 

0891 54 33 67 



WIN SUPER 
NINTENDO PACK 

0891 54 33 68 


STORM PUBUOTY 
Fat 081 429-451 

times. Tne. winners w il fiyfram I , ... 

receive VIP ridtets To meet and be photographed with the Hollywood suoerstar j 
Schworzenegge, find have the option to stay an extra 3-4 days in Florida at their own e. 
dmv vdl I tafce place on 1 9th February T 993 1 re winners will be confirmed in writing an 
ffi^Tt details. AJI flight,, accomodation, befe 1 and VP tickets are included! GCOO 















It’s the computer skill that breathes life into puppets... 




B A A lien Pinnochio kicked off his 
■ If strings and became a real boy 
wKmm it made a good fairy story. But 
^f this flight of fancy has really 
come to life in the high tech world of mod- 
ern puppeteering, where computers and 
radio-controlled motors have taken over 
from strings and rods. 

Today's most popular children's films 
and TV programmes feature animated char- 
acters that actually appear to be real. They 
have become the stars of a multi-million 
pound industry’. 

And behind the success of many such 
characters are David Barclay and Mike 
Quinn of Ultimate Animates - a company 
which has perfected the art of breathing 
life into imaginary’ creatures. 

Their secret is animatronics which has 
provided Bad Indfluence! with one of its 
most interesting programmes. 


Most children have had a puppet of 
some sort but for David Barclay this was 
more than just the odd game with Sooty. 
Both David's parents were professional 
puppeteers. He took up the family interest 
at the age of four, was presenting Punch 
and Judy shows at six and turned profes- 
sional at IB, 

Formed in 1988 his Hertfordshire-based 


company, Ultimate Animates, have been a 
monster success, and they are now among 
the industry $ leading puppet performers 
arid builders, 

It's not surprising since he and his part- 
ner Mike Quinn met when they were both 
operating monsters - the evO Skecksis in 
The Dark Crystal, a classic children's film 
from Muppet creator Jim Henson. 

"That film really was ground-breaking 
stuff in its day", David told Bad influence! 
magazine. "It was a magical time to be 
working with Jim Henson and it was sad 
for us all when he passed away. 

"But we try to keep his kind of vision 
alive and are always trying to develop new 
techniques to push forward the boundaries 
of puppeteering". 

David has also worked on two Star Wars 
movies, The Empire Strikes Back and 
Return of the Jedi, But like everyone in his 


profession, his only claim to fame is the 
puppets he operates. 

Working with Jim Henson's Muppet 
partner Frank Oz on The Empire Strikes 
Back, David was involved with the Jedi 
Master, Yoda. 

"1 was taken on as what you might call 
the fourth Yoda man from the left", he 
joked. "I undertook some of the construc- 
tion of Yoda, building and duplicating 
working parts, but when one of the a 
main puppeteers fell ill f was 
asked to work the character. 

"Yoda was a gi cat success. It 
was actu illy a puppet, but 
most people who >aw the 
film wm loosed into ^1 
thinking that it 

jm/KL 


in a suit". 

And on Return of the Jedi, David helped 
bring to life the huge slug-like character 
Jubba the Hutt. 

Computers didn't play a large part in the 
workings of many of the earlier creatures. 
They were operated on a bicycle cable prin- 
ciple and had lots of wires coming out of 
them - but that has ail changed now. 

_ _ "Our computer system 

took 12 months to get 
up and running and 
has mnv Ivui oper- 
I a ting lor two 
I wB years'*. said David. 

. ]\ WAS built In . ! 

- ' : :A mail s a:!ui ! );ne 
! Met all who 


in the 
making 


Computers didn’t play a 
large part in the work- 
ings of many of the 
earlier creatures. They 
were operated on a 
bicycle cable principle 
and had lots of wires... 


Featured on Bad Influence! 
has been one of the latest 
animat ronic creatures built 
by Ultimate Animates. 

Called Vivi Elder, it’s due 
to appear in a new science 
fiction film called Sigusa. 

The team not only 
designed, built and per- 
formed Vivi Elder but also 
created the costumes, 
designed the set and wrote 
the script. 

But then, being responsi- 
ble for whole productions is 
nothing new. At its 3,000 sq 
foot premises, the company 
also runs Ultimate Animates 
Productions. 

Their latest project is a 
series of 26 programmes 
which is still under wraps 
but should appear on chil- 
dren’s TV next year. 

“The production company 
takes over the whole thing”, 
said David. “It writes the 
scripts, produces the charac- 
ters, designs complete sets 
and films everything in 
house. 

“It’s great fun and I think 
these programmes will be 
the best we have ever done”. 


High quality children's programmes 
featuring puppets created by 
Ultimate Animates include some of 
the most popular shows seen not 
only in the UK but all over Europe. 

Among them The Huva Show with 
Huva the Chimp and his madcap 
alien friend Thing and The Beano’s 
Dennis the Menace and Gnasher 

Show for which created special “toon- 
dimentional” puppets had to be cre- 
ated. 

Major motion pictures also include 
The Muppet Christmas Carol, The 
Great Muppet Caper, The Adventures 
of Baron Munchausen, Little Shop of 
Horrors, Labyrinth and Dreamchild. 

And they have also worked on com- 

mercials for such companies at 
Kelloggs and Polaroid, 

“Most people think that we have 
computerised puppeteering”, said 
David Barclay, now one of the top 
people in this growing industry. 

“But since the puppets ai; what it’s 
all about, we prefer to say fhatfWe 
have puppeteered compiini** . 
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By far the biggest project for Ultimate 
Animates so far has been 11 Who 
Framed Roger Rabbit” ( the Oscar-win- 
ning film which broke completely new 
ground by successfully combining car- 
toon characters with real actors. 

“I was chief puppeteer and 1 think this 
was the most demanding film we have 
ever been on”, said David Barclay. 11 This 
kind of filming had never been attempted 
before, so there was no standard way of 
doing It. 

To a certain extent we had to learn as 
we went along”. 

Here's the secret of how Roger Rabbit 
was filmed. 

So that the animators could have as 


much flexibility as possible, all the scenes 
were first shot with no cartoon characters in 
them. 

The problem was how to position and 
move the real objects which the cartoon 
characters had to pick up or carry . That's 
where David Barclay came in. 

Using to strings and rods, he had to posi- 
tion the objects and move them about in the 
right way to allow the characters to be drawn 
round them. ll When, for example, Roger 
Rabbit pointed a gun at Bob Hoskins, it was 
really me who was pointing the gun”, said 
David. 

* 4 The first film looked a bit like the invisi- 
ble man with all these objects floating in 
mid-air before the cartoons were added. 


in computers but then went on to 
become a top special effects man. 

"Because of his work on films, 
he had a good idea of what was 
needed by puppeteers and per- 
formers on a film set and he com- 
bined this with his computer 
knowledge. 

"Our Puppeteer Motion 
Memory system uses servo 
motors and radio controlled 
technology so the puppets are 
completely remote controlled. 
They have no couplings or wires 
coming out of them". 

Although the end result may 
be a simple facial expression or 
movement, the process is quite 
complicated. 

"It gives you the feel of what 
it's like to be in the puppet", 
added David. "Being puppeteers 
we wanted to use our skills 
instead of programming lots of 
things into the computer. We 
put our hands into a glove-like 
device and operate it by opening 
and closing our fingers in tradi- 
tional Kermit The Frog style. 

"Signals from the glove are 
then sent down to the computer 
and on to the servo motors in 
the puppet which exactly dupli- 
cate your movements at the cor- 
rect speed. 

The signals are sent on 35 
MHz frequency which is the 
same as for radio controlled 
models. 

What you do at one end is 
reproduced by the slave system 
at the other end, but it takes a 



Tricks of 
the trade 


the split second timing which 
brings the puppets' performances 
to life", said David. "This needs a 
lot of rehearsal. 

"With our computer system, 
we can try out many movements 
until we get the right ones, save 
them on a floppy disc and repro- 
duce them to build up the full 
performance". 


lot of memory out of the com- 
puter". 

Smart readers of Bad 
Influence! may say "Why not 
just put your hands straight into 
the puppet?" Not surprisingly, 
it's more complicated than that. 

"In some movies we have 
done in the past, there have 
been as many as 20 people all 
working together trying to get 


Computers are useful for tricks of the trade 
which film makers use to bring greater real- 
ism to characters. A popular process for mak- 
ing small models look much larger and 
heavier Is to speed up the film to 96 feet 
per second, which is four times real 
life . You then play it back at a quarter 
speed to make even a teddy boar move 


like King Kong! 

But the one drawback with th 




something called lip sync - it : & hard to 
make the characters 1 mouth* move at 
the correct speed when they speak. 

L IH Ultimate Animates 1 system allows 

them to slow down the film but still 
play the lip sync back in real time so 
the mouths move when the sound it 
heard. 

Animatronics has brought pup- 
peteering a long way since the wobbly 
heads and jerky actions of 
Thunderbirds, But sophisticated though the 
servo motors are, they can still produce 
slightly mechanical movements. This is 
where the computer helps again, 

u In our system, we have developed a 
smoothing programme which uses digital 
technology to take out some of these mechan- 
ical movements 1 *, explained David, 

“The computer also gets rid of another 
problem called rising faces, which is when 
all the facial features rise at the same time 
and don’t look like real life. u By quickening 
some movements and slowing others, we can 
now make much more subtle changes”. 
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WHAT YQITII WIN! 


Nintendo's Super NES is fast becoming the most 
popular console games system ever. Its arcade 
quality graphics and fantastic sound effects have 
pushed it into the forefront of the console market, 
and it looks set to be there for some time. 

Streetfighter 11, which comes with the pack, 
has been heralded as one of the best beat-’em- 
ups ever and the closest coin-op conversion ever 
seen. And we re giving away this fantasic console 
and game for absolutely nothing. 


My computer/console is 


I think that Ocean games are the best because 
(no more than 20 words! 


J Tick this box if you do not wish to receive promotional materia! from other companies 


oduioo • odujoi • odujoo • odoioo • oduuoo 


HERE'S YOUR 
CHANCE TO ENTER 
THE CONSOLE WORLD 


fi f \W I What would be the most prestigious prize 

l| \ JM I I any potential consoler would want to win? 

\ I Perhaps a Spectrum? Or how about a 

j^B Commodore 64? Nah! We’re putting up on offer 

a Super NES with the incredible Streetfighter II 
fw I'HV game. 

/ m M I Now you can win one of these amazing 

consoles along with the classic beat em-up arcade 
V I game. 

YljHB Bur first you U have to complete a very simple 

I test. Take a look at these two versions of the same 
MX 1 piciure taken from a 

f S I classic Ocean game. 

If ■ \Mf you look closely you'll 

* A I see that there are several 

Y khW I slight differences - ten in Jj 4 

1 an. H :JL 

What we want you to 
^ J do is find the 10 

^Bl differences on (tie lower 

W jl picture and circle them - 

then answer the tie- A 

1 H breaker in no more than 

20 words explaining why 
^ you think Ocean games 
are the best. 

Once you've thought 

one up fLU out the application coupon and send it to 
the usual address: 


time npmffli 

ENEMV MHM 


ocmcra 


Super NES Competition 
Gad Influence! Magazine 
Europa House 
Adiington Park 
Macclesfield SKI 0 4NF 


SUPER NES COMPO 

I've circled all the differences I've found in this picture 


It must reach us before the closing date, March 31. 












We preview all the hottest 
games and include ail the 
information you need to 
know about these titles, 
such as screenshots and 
release dates 




/ \ 
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TITLE 

PUBLISHES 

PRICE 

3D CONS 2 

DOMARK 

32.99 

A-TRAIN 

OCEAN 

26.50 

A320 AIRBUS 

THALION 

29.99 

ALONE IN THE DARK 

INFOG RAMES 

29,99 

ANCI01T ART OF WAH IN THE SKIES 

MICROPROSE 

27 99 

ARMOUR GEDDON 

PSYGNOSIS 

Z7J9 

ASHES OF EMPIRE 

MIRAGE 

29.99 

ATAC 

MICROPROSE 

29.99 

ATP 

SUB LOGIC 

25-99 

AV8B HARRIER ASSAULT 

DOMARK 

26.50 

BANE OF COSMIC FORGE 

OS GOLD 

25,50 

BAT 2 

UBI SOFT 

27,99 

BATTLECHESS 4000 

ELECTRONIC ARTS 

23.99 

BATTLE ISLE 

UBI SOFT 

21.99 

BATTLE ISLE ADD-ON 

UBI SOFT 

14.991 

CAESAR 

IMPRESSIONS 

23,99 

CAMPAIGN 

EMPIRE 

26.50 

CAPTIVE-QUEST FOR ADV 

MINDSCAPE 

23.99 

CAR + DRIVER 

ELECTRONIC ARTS 

27,99 

CARRIER STRIKE 1942-44 

ELECTRONIC ARTS 

26.59 

CASTLES 

ELECTRONIC ARTS 

n.m 

CASTLES 2 

ELECTRONIC ARTS 

23.99 

CHESSMASTER 3000 

MINDSCAPE 

23,99 

CIVILIZATION 

MICROPROSE 

Z6.5B 

C0MMANCHE MAX G'KILL 

US GOLD 

30.99 

COOL WORLD 

OCEAN 

19.99 

CRUSADERS DARK SAVANT 

US GOLD 

29.99 

CURSE OF ENCHANTIA 

CORE 

23.99 

D/GENERATION 

CLASSIC 

14.99 

DARKLANDS 

MICROPROS! 

34.99 

DARKSEED 

CYBERDREAMS 

24.50 

DAVID LEADBETTERS GOLF 

MICROPROSE 

29.99 

DUNGEON MASTER 

PSYGNOSIS 

23.99 

DYNABIASTERS 

UBI SOFT 

23.99 

EPIC 

OCEAN 

23.99 

ETERNAM 

INFOGRAMES 

23.99 

EURO RAMPAGE WWF 

OCEAN 

19.99 

EYE OF THE BEHOLDER 1 

US GOLD 

21,50 

EYE OF THE BEHOLDER 2 

US GOLD 

23,99 

F117ANIGHTHAWK 

MICROPROSE 

26 50 

FI 5 STRIKE EAGLE 3 

MICROPROS! 

29.99 

FALCON 3 MISSION DISK 

MICROPROSE 

16.99 

FALCON 3,0 

MICROPROSE 

29.99 

FIRST SAMURAI 

UBI SOFT 

19.99 

FLYING FORTRESS 

MICROPROSE 

29.99 

FOOTBALL MANAGER 3 

ADDICTIVE 

19,99 

FORMULA ONE GRAND PR 

MICROPROSE 

29,99 

FRONTPAGE SPORTS FOOTBALL 

DYNAMIX 

27.99 

GLOBAL CONQUEST 

MiCROPROSE 

29.99 

GOBLIIINS 2 

DREAM FACTORY 

23.99 

GREAT NAVAL BATTLES 

US GOLD 

26,50 

GUNSHIP2000 

MICROPROSE 

26.50 

G UNSHIP 200Q MISSION DISK 

MICROPROSE 

16,99 

HARDBALL 3 

ACCOLADE 

23.99 

HARRIER JUMPJET 

MICROPROSE 

29,99 

HUMANS 

MIRAGE 

20,99 

INDY JONES FATE OF ATLANTIS 

US GOLD 

25.50 

1SHAB 

SILMARILS 

14.99 

JACKNICKLAUSSIGNAT 

ACCOLADE 

26.39 

JIMMY WHITES SNOOKER 

VIRGIN 

23 JO 

JOE + MAC CAVEMAN NINJA 

ELITE 

19.99 r 

JOHN MADDENS 2 
KGB 

ELECTRONIC ARTS 
VIRGIN 

19,99 


KINGS QUEST VI 

SIERRA 

all 

LASER SQUAD 

KRISALIS 

rxf 1 

LAURA BOW 2 

SIERRA 

sa 

LEATHER GODDESS 2 

ACTIVISION 

PHONE 1 

HOTLINE: 048fl 


IBM PC GAMES 


THIS IS THE FRONT COVER TO THE 


EUROPEAN COMPUTER USER 


MAGAZINE. FULL DETAILS OF SI 


AMIGA AND PC RELEASES, 
COMMENTARY BY EXPERTS AND Nt 


FAKE SCORES. FOR YOUR 


COMPLIMENTARY COPY, CALL US 


TODAY (NO PURCHASE NECESSAR 


TITLE 

PUBLISHER 


LEGEND OF KYRANDIA 

VIRGIN 

24.50 1 

LEGENDS OF VALOUR 

US GOLD 

26.50 1 

LEISURE SUIT LARRY 5 

SIERRA 

26.99 1 

LEMMINGS DOUBLE PACK 

PSYGNOSIS 

26.50 1 

LETHAL WEAPON 3 

OCEAN 

19.99 1 

LINKS PRO 386 

US GOLD 

29.99 I 

LORD OF THE R INGS 2 

ELECTRONIC ARTS 

23.99 1 

LOST FILES OF SHE BLOCK , 

ELECTRONIC ARTS 

25.50 1 

LURE OF THE TEMPTRESS 

VIRGIN 

24.50 1 

MAGIC POCKETS 

MINDSCAPE 

19.93 1 

MEGALO MANIA 

UBI SOFT 

23.99 1 

MIGHT & MAGIC III 

US GOLD 

26.99 1 

MIGHT & MAGIC IV 

US GOLD 

29.99 1 

MONKEY ISLAND 2 

US GOLD 

24.50 1 

NFL FOOTBALL 

KONAMI 

23.99 I 

N, MANSELLS WORLD CHAMP 

GREMLIN 

23.99 1 

NO GREATER GLORY 

US GOLD 

23.99 1 

PACIFIC ISLANDS 

EMPIRE 

23.99 1 

POLICE QUEST 3 

SIERRA 

26.99 1 

POPULOUS 

STAR PERFORMERS 

9.99 

PRO TENNIS TOUR 

UBI SOFT 

23,99 

QUEST FOR GLORY 3 

SIERRA 

27.99 

RAGNAROK 

MIRAGE 

26.50 

REACH FOR THE SKIES 

VIRGIN 

23.99 

REX NEBULAR 

MICROPROSE 

33.99 

RISKY WOODS 

ELECTRONIC ARTS 

19.99 

R0B0C0P 3 

OCEAN 

19.99 

R0B0SP0RTS 

OCEAN 

19.99 

ROME AD 92 

MILLENNIUM 

19.99 

SABRE TEAM 

KRISALIS 

23.99 

SECRET WEAPONS LUFTWAFFE 

US GOLD 

26,50 

SHUTTLE 

VIRGIN 

26.50 

SIEGE 

ELECTRONIC ARTS 

19,99 

SPACE QUEST IV 

SIERRA 

27,99 

SPACE QUEST V 

SIERRA 

29.99 

STAR TREK 25TH ANN IV 

ELECTRONIC ARTS 

23 J9 

STREETF1GHTER 2 

US GOLD 

19.99 

SUMMER CHALLENGE 

ACCOLADE 

23.99 

SUPERSKI 2 

MICRO IDS 

6 M 

TASK FORCE 1942 

MICROPROSE 

29.99 

THE PERFECT GENERAL 

UBI SOFT 

24.50 

ULTIMA UNDERWORLD 

ORIGIN 

26,50 

ULTIMA VII 

ORIGIN 

26.50 

WAXWORKS 

ACCOLADE 

23.99 

WEEN 

COCKTEL VISION 

23,99 

WING COMMANDER 

CLASSIC 

14.99 

WING COMMANDER 2 

MINDSCAPE 

26,50 

WIZ KID 

OCEAN 

19.99 

COMPILATIONS 



THE ADVENTURES 

CORPORATE ii/$UPRFMACY/F1 4 

21.99 

AIR COMMANDER 

FH/F18F15 m\ii » BBS DISK 

26.50 

AIR SEA SUPREMACY 

service mw- iRmummm-m 

23,99 

AWARD WINNERS 

POPU LOUSfK 0.2/FI PEMANI A/SPAC E ACE 

20.99 

BITMAP BROS VQL1 

XENON/CADAVER/S PEEDBALL2 

19.99 

COLOSSUS COLLECTION 

BACKG AM M0HJRAUGHTS/CHESS/8REDGE 

19,99 

COMBAT CLASSICS 

TEAM YANKEES SUB/ FIS STRIKE EAGLE 

23.99 

DREAM TEAM 

T2/WWF/SIMPSGNS 

19.99 

FANTASTIC WORLDS 

PlRATESPOPULOLISREALMS/YVOfiDERLANO 

26.50 

HEAD TO HEAD 

MIG 29 SUPER FIILCRUMT1 9 STEALTH FIGHTER 

26,50 

LOST TREASURES 0FINF0C0M 

IHFlDELSUSPECTBALLYHOO/4 16 others 

29.99 

LOST TREASURES OF 1NF0C0M 2 

SORDERZOI^PLONDERED HEARTS 10 OTHERS 

23.99 

MAGIC WORLDS 

D^AoONS 3REATH<ST0fiM MASTER-CRYSTALS Of ARBOREA 

19 .99 

POWER PACK 2 


23.99 

PSYCHOS SOCCER COLLECT 

mm socc challworld champ socoto u 

23.99 

SOCCER STARS 

KICK OF 2-GAZZA ZMICROPftOSf S£X^' SHYN HUGfSS 

16,99 

STRATEGY MASTER 

DBffflOHHESS M mmmm EXCALHUIfTEfi 

23.99 

1 ULTIMA TRILOGY 2 

ULTIMA IV/ULT1MA V/ULTIMA VI 



FAX H01UNE: 0480 496379 

EUROPEAN COMPUTER USER UnHiA2/A3 Edison Road, St Ivtt, Huntingdon, Cambs, PE174LF. 

Phone 0480 498889, Fax 0480 496379, Office Hours Monday to Friday 9,00am to 6,00pm. Answer machine 
operate* outside office hours.. Personal callers welcome. Credit card orders charged only on despatch of 
games (no surcharge). Allow 5 working days from receipt of order for cheque clearance. Make cheques, 
postal orders and International money orders (sterling only) payable to EUROPEAN COMPUTER USER. 

All Items featured are SUB|ECT TO AVAILABILITY, All prices are subject to change without notice. E & O E. 
All orders are dealt with immediately provided the goods are In stock at the time of your order being 
processed. However, we may take up to a maximum of 28 days to deliver from receipt of order, with the 
exception of overseas orders which make take longer, 

POST AND PACKAGING: UK, 75p per item- 2nd Class, £1.50 per Item 1st Class, £1.80 per hem 1st class 
recorded. EEC £2,75 per item, non EEC 0.75 per Item, Express Air mail £4.75 per Item, 

If you do not wish your details to be added to our database for other 
■ direct mall, including regular Issues of ECU magazine, please tick the box 

am .. i.ll «... w ..... ..II 

MSI 


on the form provided, or tell our staff when you call, 

SOME TTTlfS MAY NOT 8E RELEASED AT THE TIME OF GOING TO PRESS 
PHASE TELEPHONE FOR AVAILABILITY AND A COPY Of OLftFULL TERMS AND CONDITIONS. 


NAME 

ADDRESS 

POSTCODE 

ITEM 

ITEM 

ITEM 


PHONE 


Visa /Mastered 

rd/Switch 

IVumbet: 








j 


l_ 










Switch issue No: 

SIGNATURE: 


Card Expiry Date: 


TICK THIS BOX If YOU DO NOT WISH TO 
BE ENTERED ONTO THE ECU DATABASE 


PRICE 

PRICE 

PRICE 

STAGE 

TOTAL 

Make cheques payable 
to: European Computer 
User & send to i 
Units A2/A3 Edison Rd, 
ST Ives, Huntingdon, 
CAMGS PEI 7 4LF 


Welcome once again to 
file Looking fo '93 
pr evie w * section of Bad 
Influence I Now that 
you’ve checked out 
what 1 * on release at the 
moment In the rev i ew 
hit, take a look at the 
upcoming games 
launches for 1993... 


* wfc 


It’s Brad Humanoeaur here again, ready to help 
you unwrap the upcoming releasee from Electronic 
Arte, Peygnoeie, Virgin and Core Design. They had a 
good year last year, and now’s your chance to see 
how they'll do in 19931 Over to you, Deenal 


>v 


■i 


k * 


Thanks again, ©rad! Under the Bad Influence! 
microscope this month Is the latest batch of 
games for 1993, including Rolo to the Rescue, 
Armour Geddon 2, Combat Air Patrol, Walker, 
Super-Hero and Chuck Rock II - Son of Chuck Rock. 
Check them outl 


[resell 


The Introductory text here 
explains a bit about the 
company belne looked at and 
talk© aabout some m the 
jiamestftayll &:or\ be 
releasing.., 


33® 


Most previews 
feature several 
games releases 
and these are 
indicated in 
separate preview 
boxes so you can 
easily find the 
game you are 
interested In 
















A part from their other obvious business 
ventures, retail outlets and the like, 
Virgin are currently programming a 
couple of new releases for last years big 
consoles, the Mega Drive and Master System* 
These releases are due on the shelves 
sometime in the up and coming cold winter, so 
start saving your money now , In the meantime, 
we take a look at one of them, Muhammed 
Ail's Heavyweight Boxing... 


ri 


i s> 0 




The last time Muhamad Ali fought, \ was wearing bell bottom jeans and reading the 
adventures of Dennis the Menace in the Beano. Many years on. the punch drunk 
pugilist is still raking it in. This latest boxing game offers round after round of ducking 
and weaving action. You slip into the gloves of an up and coming fighter and you'll 
have to go through the rigmarole of training and sparring before your trainer will enter 
you into a fight. All the boxers in the game are animated using a special sprite 
movement technique, for that added touch of realism. Eventually when you're good 
enough you'll actually be entered into the nng. 


M * iwtn 
Cevptr 


.JdJUirL 

■SPEED" 







Round 3 


You'll have to travel up the ranks and if 
you're good enough, the opportunity to 
fight the legendary man himself 'Big JUi\ 
for the heavyweight championship belt 
will present itself 

The graphics have to be on par to any 
of the other boxing games available to you 
lucky MD owners and the sound, well that 


Big boys don't cry, they do 
bleed though. If the 
current trend of fighting 
games is followed, then 
it's possible that this 
boxing game is going to 
be more violent than last 
years beat-em-up smash 


* t -PLAYER QNX- 
S«l«ot Your wpfl 


buttfHl j 


has to be heard to be believed. You can 
actually hear the groan of a boxer when 
the wind is knocked out of him. If you're 
down on your luck, a dirty kidney punch 
or even a poke in the eye should send you 
back in with a chance, but make sure the 
ref doesn't see it, or you'll be disqualified. 

All the thrills and spills of the square 
circle are included in what may well turn 
out to be the biggest hit on the 'Drive 1 for a 
long time to come. It looks like it's going to 
be a knockout. 


Street fighter II. Who 
knows what terrible 
injuries your boxer may 
sustain? A broken nose or 
just stars before your 
eyes? We know, but you'll 
have to wait for a full 
reveiw before we re veal 
all chose hidden extras. 



Hyh «nMid 


•powetT- 





Too many boxing games just 
require the player to 
repeatedly stab a single fire 
button. Not with 'Afi’t You'll 
have to perform all manner of 
fire button combinations to 
preform all manner of blows. 
Uppercuts, hooks, and even 
head butts! It's a tough job, but 
there's $60 million in ill 




or KOI rub 


ciipeR NINTENDO TOP TEN 

s Sperscope 8c games 
ISgHTER 2 FANTASnc 

GA MEGADRIVE NEO SEO 
+ MEGA CD pc ENGINE 
+ CD ROM 


MIST BE NON! 



StREETElGHTER 2 
ARCADE 

AMIGA 500 

cartoon pack 

TH?*g!>DIMORS 

•saw 


089 1 8?6 8 2 ® 


Coil era? J6 p Q iw* Cf*oo a mn ai K'.f Bo> 33. V5 4GY Pkbs as* ^ c**muaon of me 

Deion **0 cn,i tt* cofce you ir -s MrcgB tanflltt & c=' .3 5 ffxa *nieh w3 c«f si m trwo ra He. 

Coflers ore necF^esteU 10 amv-er 5 question! ana teov* a Hetredk 
oniwff! erf eofnpnfiiiora cfcss on tf-e 3 is? ApH 1W3 


^ user 

THE FANZINE FOR THE ATARI LYNX 
LYNX USER IS A 20+ PAGE MAGAZINE 
DEDICATED TO THE ATARI LYNX. EVERY 
ISSUE WE COVER THE LATEST HOT 
GAMES WITH FULL REVIEWS AND 
SCREENSHOTS. WE ALSO HAVE A LARGE 
HINTS & TIPS SECTION WITH 
COMPLETE SOLOUTIONS TO SOME OF 
THE TOUGHEST GAMES. OUR LYNX 
NEWS SECTION HAS ALL THE INFO ON 
THE LYNX WORLD INCLUDING NEWS OF 
UPCOMING GAMES AND HARDWARE. IF 
YOU WOULD LIKE THE LATEST ISSUE OF 
LYNX USER PLEASE SEND 
£1.10 INCLUDING P&P TO: 

LYNX USER, 

P.O. BOX 7, 
RISELEY, 
READING. 

OR ALTERNATIVELY IF YOU WOULD LIKE TO 
SUBSCRIBE TO LYNX USER PLEASE SEND 
£4.10 INCLUDING P&P TO THE ABOVE 
ADDRESS. VARIOUS BACK ISSUES ARE AVAIL- 
ABLE FOR £1.10 PER COPY ON REQUEST. 





TERMINATOR 2 
ARCADE CAMt 


SONIC 2 

SPEEOBALL 2 £29.99 
STREETS OF RACE 2 
(£39.99) 

ROAD RASH 2 
(09.99) 

PGA 2 (CALL) 
AQUATIC GAMES 
(£29.99) 

MICKEY & DONALD 

WWF wrestlemania 

LITTLE MERMAID 
ECCO THE DOLPHIN 
GAO JET TWINS 
(£42.99) 

CHAMPION PRO AM 
T2 ARCADE GAME 
EURO CLUB SOCCER 
ALIEN 3 
NHL 93 

LHX ATTACK CHOPPER 
LEMMINGS 
TERMINATOR 
PREDATOR 2 


ALL GAMES £34.99 

WORLD CUP ITALIA 90 
SHADOW OF THE 
BEAST 2 
RISKY WOODS 
JOHN MADDEN 93 
jCE MONTANA 3 
PQWERMONCER 
(£39,99) 

TEAM USA 

LOTUS CHALLENGE 

TAZMAN1A 

GAME GEAR WITH 
SONIC - £124.99 
GAME GEAR WITH 
COLUMNS - £94,99 
GAME GEAR TV 
TUNER - £54.99 
MASTER SYSTEM + 
SONIC + CONTROL 
PAD - £74,99 
WE ALSO STOCK 
GAMES FOR MASTER 
SYSTEM, 

GAME GEAR & LYNX 


SUPER MAR10LAM02 
{£ 24 . 99 } 
LOONEY TUNES 
PRINCE OF PERSIA 
BARTS NlCHTMAHt- 
ALIEN J 
ROBIN HOOD 
LEMMINGS 
HUMANS 
SPEED BALL 2 
XENON 2 

UNIVERSAL SOLDIER 
SUPER K-O. 
BLUES EROS 
STAR WARS 
SUPER HUNCHBACK 
JEEP lAMBOREE 
WWF 2 
SIMPSONS 2 
SPIDEHMANZ 
BARBIE 

BONKS ADVENTURE 
DOUBLE DRAGON J 


All GAMES £21,99 


HYPtRBOY.£J?.9^ 
ACTION REPLAY 


HANDY SOYC22.99 
HANDY CARRYE4.99 


HANDY SOUND*? ?? 
GAME BOY f It IRIS 


SOLAR BOY Ml nil 


£M«f v-n ..... £24.99 


RtCHARGAlUL 
bait pack WITH 


PSD £16.79 

fif char gable 


MATT PACK £12.99 
VARIOUS CARRY 


PLEASE ADD £1.50 GAMES, £3.00 PERIPHERALS, £5.00 CONSOLES, £8.00 BY COURIER. 

WF AI RO STOCK OAMFR FOR THE NES. GAME GEAR. MASTER SYSTEM AND LYNX. 


CONSOLE ONCE YOU'VE TRIED 

BlJlfl US, YOU'LL NEVER USE 
rLmS* ANYONE ELSE! 


MAIL 
ORDER 
ILY 


— I CREDIT CARD HOTLINE [~ ~ ~ 

0 3 4 5 O 9 O O 9 9 j IP 11 

1 0 5 3 2 5 0 0 4 4 _5 

265 SELBY ROAD^ALTON, LEEDS. LSI 5 T JR 







AT ECU, WE TME YOU! 
GAME PLATING SERIOUSLY 





TULL 

PUBLISHER 


3D CONS 2 

DOMARK 

32,99 

4D SPORTS BOXING 

CLASSIC 

11.99 

40 SPORTS DRIVING 

CLASSIC 

11.99 

AIR SUPPORT 

PSYGNOSIS 

16.99 

ALIEN BREED SPECIAL EL 

TEAM 17 

6.99 

AMBERSTAR 

THAI ION 

19.99 

AQUATIC GAMES 

MILLENNIUM 

16.99 

ARCHER MACLEANS PQO 

VIRGIN 

16,99 

ASSASSIN 

TEAM 17 

19.99 

AV8B HARRIER 

DOMARK 

26.56 

BANE OF COSMIC FORGE 

US GOLD 

25.56 

BAT 2 

UBI SOFT 

23.99 

BATTLE CHESS 

STAR PERFORMERS 

9.99 

BATTLE ISLE 

UBI SOFT 

19,99 

BATTLE ISLE ADD-ON 

UB! SOFT 

14,99 

BATTLE OF BRITAIN 

LUCASFILM 

19.99 

B.C. KID 

UBI SOFT 

16.99 

BEAST 3 

PSYGNOSIS 


ms 

BIG RUN 

STORM 


5.99 

BILLS TOMATO GAME 

PSYGNOSIS 


9,99 

BUNNY BRICKS 

SILMARILS 


16.99 

CAMPAIGN 

EMPIRE 


22.99 

CHUCK ROCK 2 

CORE 


16,99 

CIVILIZATION 

MICROPROSE 

23.99 

COMBAT AIR PATROL 

PSYGNOSIS 

19.99 

COOL WORLD 

OCEAN 

16.99 

COVERT ACTION 

MICROPROSE 

22.99 

CRAZY CARS 3 

TITUS 

22.39 

CRYSTAL KINGDOM DIZZY 

CODEMASTERS 

14.99 

CURSE OF ENCHANT! A 

CORE 

22.99 

CYTRON 

PSYGNOSIS 

19.99 

D/GENERATION 

CLASSIC 

11.99 

DARKMERE 

CORE 

23.99 

1 DOODLE BUG 

GORE 

16,99 

DOUBLE DRAGON 3 

STORM 

7.99 

DRAGON S BREATH 

GBH 

8.99 

DUNE 

VIRGIN 

19,99 

DUNGEON MASTER/CHAOS 

PSYGNOSIS 

22.99 

DYNABLASTERS 

UBI SOFT 

19.99 

EPIC 

OCEAN 

19 99 

EYE OF THE BEHOLDER 2 

US GOLD 

21.50 

FI 6 COMBAT PILOT 

ACTION 16 

8.99 

FALCON 

ACTION 16 

11.99 

FIRE AND ICE 

RENEGADE 

16,99 

FIRE FORCE 

ICE 

15.99 

FOOTBALL MANAGER 3 

ADDICTIVE 

1,6.99 

FORMULA ONE GP 

MICROPROSE 

22.99 

GQBLItINS 

DREAM FACTORY 

16.99 

GRAHAM TAYLORS FOOTBALL 

KRISALIS 

16.99 

GUNSHIP 2000 

MICROPROSE 

23.99 

HUMANS 

MIRAGE 

19,99 

JNOY JONES FATE OF ATLANTA 

US GOLD 

25.50 

INDY HEAT 

STORM 

5.99 

INTL FlUGBY CHALLENGE 

DOMARK 

16,99 

1SHAR 

SILMARILS 

13.99 

JACK NICKLAU5 GOLF 

HIT SQUAD 

6.99 

JAGUAR XJ220 

CORE 

16.99 

JOHN MADDENS FOOTBALL 

ELECTRON IC ARTS 

16,99 

KGB 

VIRGIN 

19,99 

KINGS QUEST V 

SIERRA 


LEGEND OF KY RANG IN 

VIRGIN GAMES 

1*93 ^ 

LEGENDS OF VALOUR 

US GOLD 


LEISURE SUIT LARRY 5 

SIERRA U A 

24.99 

LEMMINGS DOUBLE PACK 

PSYGNOSIS 


19.99 

LETHAL WEAPON 3 

OCEAN 


16,99 

LINKS 

US GOLD 


24^50 

LINKS COURSES DISKS 

US GOLD 






AMIGA GAMES 

THIS IS THE FRONT COVER TO THE 
EUROPEAN COMPUTER USER 
MAGAZINE. FULL DETAILS OF ST, 
AMIGA AND PC RELEASES, 
COMMENTARY BY EXPERTS AND NO 
FAKE SCORES. FOR YOUR 
COMPLIMENT ARY COPY, CALL US 
TODAY (NO PURCHASE NECESSARY) 


compute 


eon 


f 


TITLE 

LOTUS 3 ULTIMATE CHALL 
LURE OF THE TEMPTRESS 
Ml TANK PLATOON 
MERCENARY 3 
MIGHT AND MAGIC 3 
MONKEY ISLAND 2 
MQTQRHEAD 
MYTH 

N. MANSELLS WORLD CHAMP 
NODDY'S PLAYTIME 
NORTH AND SOUTH 
PARASOL STARS 
PINBALL DREAMS 
PINBALL FANTASIES 
POLICE QUEST 3 
1 POPULOUS 2+ 

POPULOUS 2 DATA DISK 
POPULOUS 
PREMIERE 
PREMIER MANAGER 
PROJECT X fl MEG) 

PUTTY 
ROAD RASH 
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Not to be mistaken foi the popular sugary confectionary, Rolo is in 
fact a lovable elephant on a mission. Well, you see our podgy 
pachyderm has uncovered a dastardly zoo /circus domination plan. 









D own in the deep backwaters of 
one of the UK’s most famous 
cities, hides one of the most 
successful software houses of all 
time. Bad Influence! Magazine took a 
trip down the Mersey river to have a 
peek at what goodies Fsygnosis have 
got lined up. 





WALKER 

Coining from the guys that 
brought you the 
Lemmings games (that's 
DMA for those of you not 
in the know ) comes 
Walker. It looks like 
something from Star Wars 
but plays a whole lot 
better than you'd imagine! 

Nope, it's not a scout 
walker from the Empire. 

You 1 re m control ol this 
strange looking contraption but the 
inhabitants of this planet don't like what 
you're doing and will attack you! 

Somehow this game manages to be cute. 
It’s probably the Lemmings size of the 
enemies that does it. Watch out lor it on the 
Amiga in the near Future as it's sure to 
continue DMA's success story. 









ARMOUR GEDDON r* 

The amazingly successful Armour 
Ceddon saw you in charge of 
pilots and scientists as you 
controlled a full scale war, with all 
the mayhem that entailed. 

Psygnosis have gone back to 
the drawing board and some vast 
improvements over the first game 
have been made although the 
whole scientist thing is still there, 
Fans of the original will recognise 
instantly all the things that made 
the first one 

so great, including the action and 
the game pi ay. 

The outside views have all been 
tarted up a bit 
and the whole 
tiling will run a 
lot more 
smoothly than 
the first game 
(which, if you 
liked, could be 
linked up even if 
you had an ST 
and your mate 
had an Amiga.) 

The game will 
be out in a 
couple of months 
for ST and Amiga 
so fans of the 
first, stan 
drooling now! 


COMBAT AIR PATROL 

Psygnosis have dabbled in a sort of flight sim world before but 
now they go for it for real with this amazingly smooth 
aeroplane blaster. It looks to be as good as they come and 
once again ill! be out on the Amiga 
pretty soon. 

As usual the re'll be a plethora of 
external views that you can access 
easily. There’ll also be a few internal 
ones too! As you can see from these 
screenshots it looks rather nice! 

Both cockpit and ground detail 
will be pretty extensive in ihe final 
version and like we’ve said it moves 
smoothly through the skies and the 
ground wtwzxes by. It 
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SUPERHERO 

Everybody knows 
dial Lemmings 2 is 
well on the way so we 
won’t dwell too 
deeply on that. Let s 
take a look at Super 
Hero which will 
initially only be 
available on the 
Amiga, 

The first section 
will provide you with 
the ideal opportunity 
to design your own 
super hero that you 
will then play the 
game with. You can 
change virtually 


£ 


looks like it could set 
new standard*! 


anything about him including sex, colour, 
and even clothing! 

The gnme itself will take on a beat’em-up 
format where you must wander around 
helping truth and justice. Male and female 
characters will have different moves and 
characteristics too! 

You can expect to see Super Hero 
released in February. 





From what we’ve seen here at Bad Influence! Magazine, Son of Chuck looks 
set to be a real winner this year. It is graphically superb with an intro sequence 
to rival any Walt Disney effort. 


Expect to see Chuck Rock D - Son of Chuck around now with a price tag of 
£25.99, available on Amiga and possibly ST. 
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S ince deciding to go it alone, Core Design 
have built themselves c^uite a 
reputation for high quality software. 
One of their biggest releases was Chuck Rock, 
a story of a caveman who's girl is k dnapped by 
a rival numbskull* Now, after the long wait. 
Chuck Rock II — Son of Chuck is soon to hit the 
Amiga, This time Chuck's been kidnapped and 
his son must rescue him*. f 






n 


The Derbyshire based software house, Core Design have always been 
respected for their highly polished products, ever since they stopped being just 
a developer and became a publisher. 


One of their most famous characters to be seen in their games was Chuck 
Rock, a Neanderthal moron whose gal had been kidnapped by the local would 
be Elvis - Gary Gritier! 


Since the rescue of his gal - now his wife, Chuck Rock has been doing 
extremely well and is the proud owner of one of the two largest car 
manufacturers in the world. Despite this. Chuck Rock's greatest moment was yet 
to arrive. 


One night, the local doctor arrived with the greatest gift a happily married 
couple could receive - a baby son! Chuck Rock II - Son of Chuck was born. 


However, Chuck is kidnapped by a rival car manufacturer who wish to buy 
his plant for a measly offering. His son hears of the news and escapes his crib 
and sets off in search of his 


beloved dad. 


The action takes place 
over five levels, each 
containing four sub- 
games, of some very 
atmospheric backdrops - 
rocky canyons, dinosaurs 
etc. Son of Chuck's 
energy is displayed 
as a baby bottle 
which depletes 
when he is hit. His 
major weapon is his 
big wooden club which 
he can use to hit nasty 

dinosaurs, set dinosaur traps off, bash parts of the background away and hit 
rocks that will move short distances. He can also set his club alight to scare 
larger dinosaurs away and illuminate dark caves and corridors. 

Obviously, ihe purpose of the game is to rescue dad and defeat the 
kidnappers, led by Brick. Unfortunately, Brick has employed the use of a robot 
which acts as the end-gf-ievel guardian. Son of Chuck must batter the robot into 
oblivion, avoiding the resulting explosion of springs, cogs and wires. 



So you think 
you’d like to 
write your 
own game? 
This article 
could set 



you off on 
the road to 
fame and 
fortune! 





T here was a time was in the early 
days when a computer game 
could be produced in only a few 
months. But nowadays software is 
bigger and better in almost every depart* 
ment - graphics, sound and gameplay. Due 
to their complexity games can now take per- 
haps up to 10 designers three years to finish. 

Why does game making take so long and call 
for so many people? Lets find out. 

One of the most difficult tasks 
when designing a new game is 
coming up with an original idea. 

Most of them fit into a certain genre 
such as shoot-'em-ups, platform games and 
simulations, and avoiding these tags can 
prove extremely difficult. 

Most designers nowadays feel that think- 
ing up an original theme is a complete waste 
of time, as most niches have been filled. The 
big deal now is to take an existing theme 
and improve it. 


Creating a storyboard 



Most of at game's lengthy develop- 
ment time is taken up by working out 
the theme or storyline. Once an idea 
has been agreed the artists must then 
transfer it on to paper, using what is 
called a storyboard. 

Storyhoarding was originally 
designed for the movies so that film 
crews could see at a glance how a 
film would develop scene by scene. 

It works much in the same way as a 
comic strip, and helps both the 
graphic artists and storyline develop- 
ers visualise how the finished product 
will look and work. 

Once aplot has been established 
the programmers can begin writing 
the code that will make up the fin 


ished game. At the same time graph- 
ic artists go away and begin drawing 
the many different elements that will 
be used in the story. 

Eventually the two departments 
will return to bolt together the coding 
and graphics. And then they're in 
business! 

The major pulling power of a video 
game lies in its wual appeal. Many 
people will stroll into a computer 
store and buy a game on looks alone, 
only to find out later perhaps that it 
lacks gameplay, one of the most 
important attributes. 

Therefore the graphic artist holds 
one of the most important jobs of all. 
It is his or her artistic wizardry that 



The main sprite in this 
game is this spaceship, 
which is controlled by the 
player. This sprite is 
almost always animated 
in some form or other. 


really helps to sell the game. Only 
when it is played does the program- 
mer's ability become apparent. 

The graphic artist must first take 
all the storyboards and create a suit- 
able atmosphere. 

He then begins to design, on paper, 
the many different elements - char- 
acters, aliens, backgrounds, collec- 
tables, explosions, lasers and plenty 
more. 

Once his initial designs are 
accepted it is time to go on to the next 
stage and decide which elements 
need to be animated and how, 
remembering to take into considera- 
tion the memory restrictions set 
down by the programmer. 
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she must convert the original storyboard 
ideas into a language that can be under* 
stood by a computer. 

Most programmers use a programming 
language called Assembler - invented by 
humans as the machine code used by the 
computer is a mass of numbers which is 
extremely difficult to understand and 
handle. 

The programmer writes the game in 
Assembler then uses a special compiler 
which translates it into machine code. 

it is common practice for a program- 
mer to write his game in what are known 
as modules - he may write the screen 
scrolling module first and the sprite-mov- 
ing module secondly. 

The modules are all kept separate from 
each other and can then be controlled by 


Before any designs are completed 
on computer, they are first recreat- 
ed on graph paper. Graphics are 
built up from a series of tiny dots. If 
you look closely at the screen on 
which a game is playing you will 
just about be able to see the many 
dots - called pixels - that make up 
the graphics. 

The artist draws the picture on 
graph paper because he can use its 
squares to build the image. These 
squares can then be converted 
directly into the squares displayed 
on the computer screen. Any ele- 
ments that move in any way in a 
game are known as sprites. We’ll 
use this term from now on. 

Howeever graph paper is losing 
its popularity as specially written 
programs can now recreate the 
graph squares. A bonus point of 
using this system is that the artist 
can see exactly how the finished 
sprites will look on screen. 

The program converts the 
squares itself so the artist does not 
need personally to perform the tire- 
less job of translating the graph 
paper to pixels. 

The backgrounds axe designed 
using an art package, as they are 
displayed on the entire screen and 
don’t need to be animated. 

However, many of the sprites 
will have to move, and this is 
where a good graphic artist’s skills 
really shine. 

Animating sprites takes up most 
of his time. Each animation frame 
is designed and then all the individ- 
ual frames brought together and 
animated with the art package. Any 


a master program which runs each one in 
turn so that the programmer can see 
exactly how the game is developing. 

This system allows the programmer to 
locate any errors - known as bugs - easily. 
For example, if ihe scrolling is jerky he 
knows that he need only check the 
scrolling module. 

When the programming is near com- 
pletion the programmer has to link all the 
modules together. Any bugs hereafter are 
extremely difficult to find - some may 
even slip past the watchful eyes of the 
game testers and only become apparent 
in the completed product, although this 
only occurs very rarely. 


Sprite sheets like these are hand- 
ed to the programmer by the 
artist when the graphics and ani- 
mations have been completed. 

The programmer can then cut 
out the ones he needs and incor- 
porate them into his code. The 
sprites are converted into raw 
code which the computer can 
understand. 

Much cooperation is needed 
between the graphic artist and 
the programmer as their work 
must be totally compatible. 

Many a time has a program- 
mer come to “bolt in” the graph- 
ics of his game only to find he has 
run out of memory. 


Powerful 


pixels 


Becoming a 


When computer games first started 
to appear in 1980 most developers 
were one-man teams working in 
their bedrooms. Nowadays develop- 
ment teams can consist of up to 10 
people, most of whom have consid- 
erable previous experience, 

Graphics work is probably the 
easiest to get into And programming 
the hardest. Art is a natural skill, 
and would-be artists need only swot 
up on the latest art packages as 
these will become his new medium. 

The programmer must have an 
expert knowledge of the games 
machine he is working on and be 
able to work to deadlines. 

Much of the programming work 
requires a fairly high standard in 
mathematics. 

The best way of preparing to 
become a graphic artist is to buy a 
widely-used art package, such as 


errors can then be changed before 
the animated sprites are incorpo- 
rated into the programmer’s work. 

Once the animations are com- 
pleted with the backgrounds they 
are sent to the programmer who 
converts them into what is known 
as raw code, a series of numbers 


that only the computer can under- 
stand - after all, a computer works 
only with numbers. 

This raw code, known as 
machine code, is stored wherever 
the programmer needs it in his 
game code and the graphic artist’s 
job is over. 


developer 


Deluxe paint IV from Electr onic 
Arts, and create a ^election of still 
backgrounds, sprites and anima- 
tions. 

Design your artwork on a home 
computer as you can then either 
print out your masterpieces or store 
them on a floppy disk which you can 
later send to software houses. 

If your work is good enough you 
can be sure that you’ll hear some- 
thing from the software house con- 
cerned. 

Take a look at the graphics around 
now, as this will give you some idea 
of the standards required. You can 
find the addresses of software hous- 
es on the packaging of games or in 
the adverts in this issue of Bad 
Influence! 

Remember, the quality expected 
from graphic artists is extremely 
high nowadays - but keep on trying! 
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Copper shad- 
ing, used in 
this games 
background, 
is a very pop- 
ular effect. 


Learning the 
language 
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AMOS will 
take over 
from you 
most of the 
drudgery of 
creating a 
game . 


It's a lot harder to become 
a professional program- 
mer than a graphic 
artist. You will 
need to show a 
if solid knowledge 

of the process, 
plus some 
examples of 
your Work. If 
you know noth- 
ing about the art 
of programming 
you might try study- 
ing a book like ’Assembly 
Language for the Absolute 
Beginner’. You can also 
find books on program- 
ming at local stores tike 
WH Smiths. 

The best thing to do is to 
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This apparent mum ho 
jumbo is Assembly lan- 
guage, which was created 
by humans as an easier 
way of communicating 
with computers. The pro- 
grammer writes his code in 
Assembler and then uses a 
Compiler to turn it into 
machine code which the 
computer can understand . 
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write some 
sample mod- 
ules of your 
work and store 
them on a disk. 
You may, for 
instance, think 
that you can 
write a faster 
and smoother 


scroll module than the 
ones you’ve seen in com- 
mercial games. 

Developers arc always 
looking for crafty but 
effective programming 
styles so try and come up 
with a new and better way 
of doing something. Make 
sure your demonstration 
disk works straight off, AH 
the person interviewing 
you wants to do is put a 
disk in and see your work 
at its best. If he has to load 
the modules he could be 
put off immediately . 

New software houses 
arc always being set up 
and they are always look* 
ing for unknown talent. 
These may be your best 
option. 

If you’re not too sure of 
your graphic or program- 
ming skills a game cre- 
ator program could do 
most of the hard work for 
you. 

AMOS, from Europress 
Software, has been herald- 
ed around the world as the 
best beginner’s game cre- 
ation utility. You can even 
market games written on 
AMOS to the public. 

You will have to learn a 
language but you'll find it 
a lot easier than learning 
Assembler, 

As most of the difficult 
work associated with 
game design is performed 
by AMOS automatically, 
you’ll have plenty of time 
to create an original idea 
plus some fancy graphics 
to compliment it. 






pa's here! Dizzy, the UK's most popular computer game hero, 
^ is in lull action on your deck in a huge arcade adventure! 

Explore the magical kingdom of ZaKeria. Palm Tree beach, 
the medieval town of Keldor, the evil Troll palace * and many 
other exciting and mysterious realms! Meet the strangest 
characters who may help or hinder your excellent adventure. 

If s all here in the award-winning 


adventure of a 

lifetime! 


Award Winner! 




Adventure 
Game 1991 




Lets of fun 




MORE ADVENTURE 
MORE CHARACTERS 
MORE ACTION 
OVER 100 HOURS OF 
DYNAMIC GAMEPLAY 
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One of the most exciting recent developments in the computer 
world has been the unveiling of Commodore's Amiga 1200. 
Now Bad Influence! Magazine, in conjunction with Gremlin 
Graphics, gives you the chance to win a complete A 1 200 set- 
up* That's right - the latest and most advanced home computer 
can now be yours, provided you can solve our devious puzzle 
correctly. _ 


To win this incredible home computer we have concocted 
a totally awesome puzzle which will test your gaming 
knowledge to the upmost. 

On this page you will notice a group of five very 
suspicious characters who have been taken from various 
well-known computer games* All we want you to do is 
name the games that they appear in. Easy, or what! 

Finally, we want you to tell us the name of a famous 
actress whose name appears in the title of one of the five 
games. 

If you can't figure out our easy peasy puzzle then you 
don't deserve such a commendable and sought-after prize 
as the A1200, 

Once you are satisfied with your answers fill out the 
rest of the coupon and send it to: 


Amiga 1200 Competition 
Bad Influence! Magazine 
Europa House 
Adiington Park 
Macclesfield SK1G4NF 


Please make sure that your competition entries reach us no 
later than March 3 1st. 


AMIGA A1200 COMPETITION 


Character 1 comes from 
Character 2 comes from 
Character 3 comes from 
Character 4 comes from 
Character 5 comes from 
The famous actress is 


The Amiga series of computers have 
been market leaders for more than five 
years now. In that time they have taken 
many forms including the ASGG+ and 
A6Q0. 

The A 1200 is the latest of the range 
and has to be the best to date. It can run 
up to five times faster than the A500 and 
includes a special graphics chip set 
allowing you to display up to 2S6 colours 
on screen at once in any resolution. 

It comes complete with 2Mb of RAM 
and a selection of sped ally- written 
software which takes advantage of the 
new chip set. The future of the home 
computer belongs to the A 1200 - and 
hopefully you. 


My computer/console is 


Tfde (hi? box if you do not wis/i to receive promotional material from other companies 
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Small 

ship 


Although most people 
associate computers 
with Just playing arcade 
games there is another, 
more creative aspect 
which is very often 
neglected. Today, more 
and more young people 
are finding out for 
themselves how easy it 
is to create their own 
graphic displays and 
animation. 


Objects of desire 


Before rendering the animation on screen 
you must first design the various moveable 
objects to he animated. You can then create 
them on your art package and save them to 
disk individually. They can now be called 
then call them up whenever you need them. 


Large 

ship 


Planet 


STEPS TO 


By Steve White 


Explosions 


1 






Here we can see 
the path, indicat- 
ed by the green 
arrows, that the 
small ship will 
take. We start the 
position in the 
middle of the 
screen at the top. 
From here we ani- 
mate it straight 
down toward the 
planet, making it 
shrink into the 
distance. 




Here we can see the larger ship's path, 
once again indicated by green arrows. 
The ship follows almost the same line, 
except that it has to be rendered in 
reverse so that it appears over the top 
of the screen when animated. 
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At first computer anima- 
tion may seem rather 
daunting to the would-be 
Van Gogh. But the sophis- 
ticated art packages now 
around mean that most of 
the tiresome tasks associ- 
ated with the job can be 
avoided. 

One of the most popular 
art and animation pack- 
ages used on home com- 
puters today is Deluxe 
Paint IV from Electronic 
Arts* 

It not only features the 
basic drawing tools you 
would expect but also 
includes an extremely 
powerful animation cre- 


ator and editor. Most peo- 
ple have a basic under- 
standing of the principles 
of animation - a series of 
drawings are flicked over 
in quick succession giv- 
ing the impression of 
movement, and computer 
animation works in exact- 
ly the same way. 

The artist creates a 
series of pictures which 
are then displayed in 
sequence at speed. 

Really, the best way to 
explain the principles of 
animation is to create a 
simple demonstration 
using Deluxe Paint * so 
let’s do just that! 


The storyboard 

The first thing you should do before draw- 
ing anything on the computer is to plan 
your animation on paper. Sounds old fash- 
ioned, but it makes good sense, for this will 
allow you to make changes that you may 
not be able to carry out on the computer. It 
will also give a good impression of how the 
finished animation will look. This process, 
known as storyboarding, first created by 
Walt Disney, is used by all animators. 

Object priority 

Once you have decided on the elements 
and how they will eventually be animated 
you should draw each object in detail. By 
learning more about your animation in 
this way you will be better prepared when 
you create it on the computer. For 


instance, some objects need to be animat- 
ed, or rendered, before others, even if this 
may not seem apparent at first. 

Object design 

Once you are satisfied with the sketches of 
your objects you should then begin to draw 
them on the computer. There are two types 
of animation - flow and encased. 

Flow animation is the most common 
and indicates any movement which cannot 
be animated by the computer itself. A 
human figure, for example, would need to 
be drawn frame by frame by the animator, 
as the computer would not understand 
human movement characteristics. 

However, an object such as a circle that 
needs to be rotated, shrunk, enlarged or 
moved in any way can be handled quite 
easily by the computer. This is known as 
encased animation. This is what we will be 


using for our demonstration. 

Once the different objects have been 
drawn save them individually to a disk, 

^jQ^The background 

Most animations need some sort of back- 
ground, so design one and save it on to 
disk along with the objects. The back- 
ground can then be rendered to all the 
frames that you have specified for your ani- 
mation - there are 250 in our example. 

Object rendering 

The first object we need to render in our 
example is the small ship which you can 
see listed on the object sheet. It appears 
from the top of the screen in the centre 
and shoots off into the distance. As we 
have already rendered the background the 


ship will appear in front, which is the 
effect we want. 

Using the special Move requester on 
Deluxe Paint IV, we tell the computer to 
animate the ship down the centre of the 
screen and into the distance over 50 
frames. Result, we now have a planet back- 
ground with a ship flying towards it. 

In reverse 

We must now render the large ship on to 
the animation, and to do this we have to 
take a different approach to the way in 
which we handled the small ship. 

The large ship has been drawn on the 
computer at maximum size. However, we 
want it to appear over the top of the screen 
and move into the distance so that it ends 
up the same size as we have drawn it, 
roughly following the same path as the 
small ship. Because of this we have to ani- 
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The lasers axe drawn on easily with the line tool, while 
advancing the frames and the explosions are simply 
taken from the ohject sheet and placed over five frames 
at laser Impact points, Although the circles may look 
plain, when the animation is run they appear as bright 
flashes - the effect we want to achieve? 



This is Deluxe Paint’s core to animation - the Move 
requester — where all animation movements are pre- 
scribed. You can twist, rotate, shrink and enlarge any 
object you have designed and preview the animation 
path to check the effect before rendering it. 
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mate the large ship in reverse so that the 
computer can magnify it over the top of 
the screen. We can do this easily using the 
Move requester once again, but must make 
sure that we render it while the animation 
is playing in reverse. We render it at frame 
30 over 220* 

End result: We now have a scene in 
which a small ship shoots down and into 
the screen followed by a large ship travel- 
ling in the same direction. 

Special effects 

Now that the bulk of the animation has 
been completed we can add the special 
effects, and w r e'll be using laser fire and 
explosions. The lasers are the easiest to 
draw. 

Stepping through each frame in order we 
use the line tool and red ink and simply 
draw a short line on the screen. Advancing 
the frame we then continue the line as if it 
is going into the distance. Provided the 
angle is correct, the line will eventually hit 
the small ship - that's a contact point* The 
lasers can be drawn anywhere, although it 
should appear that they are coming from 



if-' 


the larger ship. With the lasers drawn and 
the contact points established, we can deal 
with the explosions. The explosion rings 
can be seen on the object sheet, each con- 
sisting of five circles of varying shape* The 
first circle is rendered where the contact 
point first occurs. 

The frame is advanced and the next 
explosion circle rendered. Keep advancing 
frames until all five circles have been 
placed* Repeat this procedure for any other 
contact points. 


Now roll it! 


And there you have it, 250 frames of scin- 
tillating animation. The most difficult part 
of computer animation is the initial busi- 
ness of becoming familiar with the art 
package you are using* Once you under- 
stand this, the animation world is your 
oyster* Most potential animators have 
plenty oi ideas, it's following them through 
that causes problems. Although this exam- 
ple may seem fairly complex the principles 
behind it are simple*. 

All you need is a little time, some good 
ideas, and a decent art package. 


Easy as A,B, C! Once you have 
completed the bulk of the anima- 
tion you can then start adding 
some text and animating that, too. 

Here we can see an example of 
text that has been animated into 
the distance while being rotated 
through 360 degrees on the X, Y 
and Z axis. Don't forget, preview 
your work first before actually ren- 
dering it properly* 


The Deluxe Paint series of art 
packages are the most successful 
ever and are now used extensively 
by graphic artists in the computer 
industry. Now you can create 
the same effects seen in your 
favourite games* Believe it or not, 
it's not difficult at all! 


THE BEGINNER’S TOOLS 


Deluxe Paint IV by Electronic Arts under the well-known title AMOS* from the creator program, for 

is available in most computer Easy AMOS for the beginner costs £29,99, 

stores and costs around £30 £34*99, AMOS 3D £34.99 and AMOS For further information contact 

Europress Software have released Compiler, which will allow you to Europress Software, Triton House, 

several game writer programs run your AMOS programs separate Adlington Park, Macclesfield. 
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Nam Rood return* to crack 
those difficult problems 
and lead you gently 
through the gamesplaying 
wilderness. If he feels like 
it r of course! Anyway, 
read the following few 
pages for that all- 
important game splaying 
information,,* 




It s Nam Rood here, poised and ready to deliver to you some complete 
solutions to a variety of top games! You'll no doubt he pleased to 
know that this Is my section of the magazine, so you can forget about 
finding anyone else but me here! Anyway, turn the page to find Indiana 
Jones and the Fate of Atlantis, Part's Nightmare, Tasmania, Shadow 
of the Beast and Pr Fran ken all mapped and cracked! But first, some 
hints and tips for you all... 






Alt the necessary 
Information you will need to 
complete the game can be 
found In the text. Use the 
maps as a guide to where 
you need t ogo next. 


If there s a game you 
own that's puzzling you 
check out these pages 
to see If this Is the 
solution that you are 
looking for.*. 


£ 


WeVe got full solutions to 
all the latest and best 
releases for your video 
games machine. They're all 
mapped and cracked for you, 
so get ready! 


Wfifa iSMD 







John Madden’s Football Amiga 

Not so much a cheat as a email hug. If you select either Clnninath 
Minnesota* A/I Madden or Kansas City and drive the hail to the far 
right with as little power as possible you'll find that you catch the bail 
yourself and get a first down on the 40 yard line I 


Dynablaster Amiga 

Here are some useful codes for the one player version of the Ubi Soft 
classic arcade game that you might find interesting 


Addams Family GameBoy 

Restore all your energy hearts in this hand -held bundle of fun by 
holding down A B and SELECT followed by pressing start quickly. 


3*1 MXVCLSAH 
5*1 ROLCLSEW 
7-3 MAREWGKP 


4-2 ROCEGMPU 
6-1 ROFVWBNL 
8*2 MXAEPMYH 


Addams Family Super Nintendo 

If It* s codes your after then ft's codes Wove got. Here's a tasty 
selection for the Addams Family. Enter these and there are some 
juicy bonuses up for grabs I 


Lemmings Super Nintendo 

Everybody taps their feet to the tunes of the Lemmings* r he Stand 
Test option is there to play with * it's Just hidden away* Hold down UP 
and RIGHT, then press START whifc you're on the rJth screen and 
you'll be able U> pack up your CD piayer for good! 


Enjoying th/s multi-player 
arcade game is one thing 
but if you re stuck on the 
one- player mode then our 
codes will help you get a bit 
further into itl 


V V nat would ypu buy with 50,000 yen? Weil now's your chance to have 
a go. f re&s the SELECT button A.B and the UP arnoiv 
simp/tarteously. then repeat the process four more times and that 
extra cash will be yours to buy the best mercenary force money 
can buy. 


To see the end of th : , \anj, er it wyour rjme when asked , Move to 
END anApressJL wh * h ding rhe diagonal up left, B and START 

• •••••••••••€ 


Type FANTASY then press F1-F5 to activate various options r and 
return to skip through the levels. 


if you're finding life a little tough in the island liberation fraternity, all 
you have to do is free the islands of Camargo, Dhafra, Ndola. Makat, 
Lobas, Djoum, Ohazai and Satara in any order you choose and as if by 
magic the others fall under your power! 


Aquatic Games MegaDrive 

When you're about to start the 100m 5 plash, don't move until the 
penguin kicks you Into the water. You'll get 10,000 points and the 
clock resets . Then go for it with ail your might and you'll get bads of 
points. 


S o you’re stuck on level one of the 
easiest game on the planet are 
you? Or maybe you just need that 
all-important level code for the last 
stage of that Master System cartridge. 
Don’t despair because the next four 
pages are packed with all the latest 
hints and tips for all formats, both 
console and computer. 


When you reach the end of level one, turn and face the opposite wall 
and shoot it. A secret door w/fl open and going in there will reveal an 
orb. Activate the orb and progress to level 10! 


The big boss man in 
Midwinter 2 will give you all 
your missions and 
instructions. What he won't 
give you are the tips to win 
easily as printed above. 


GG Aleste Game Gear 

if you fancy having a fiddle with the sound test screen on this little 
gem hold down I and 2 and press the START button. 


Augusta Golf Super Nintendo 

More level codes for you : 

L3FHPOZNGW 

NXD5F3JNXF 

OSTCT15 


You can get an extra life on the second part of Woodland by going to 
the top of the tower Jump, then shoot and an extra life appears. 


Bugs's Crazy Castle GameBoy 

Fasswords for this top treat include: 


Once you've lost your last life, just press down IL B and START to 
continue where you left off. 


If you cock things up bad style on one of your shots, simply reset the 
GameBoy by pressing all the buttons at the same time and then 
press CONTINUE. You'll find yourself where you were before you last 
swung. 


For maximum firepower at any r&int during this cute shoot-'en 
just hold down PAUSE mowed by UP. UP. DOWN. DOWN. 
LEFT. RIGHT. LEFT. RIGHT. B andR. 


Want some extra Tups? ft so then try this. On the first level, keep 
track of the amount of ropes you have climbed. When you're on the 
fifth, fr stead of jumping off simply climb up the rope and believe me 
you'll be pleasantly surprised. 


if you fancy getting a round 
in then Gameboy Golf is for 
you. Our handy little cheal 
will allow you to re-take ary 
poor shots. This allc.vsycu 
to gut that perf ect scorei 


Pilot Wings Super Nintendo 

Codes time again folks. Always handy if you get stuck: 


Stop that sobbing because you can't get past the first section. Try 
this for password for size:- SKYHPPR 


Level 5: 400718 
Level 6: 773224 
Level 7: 165411 
Level 8: 882943 


Level 1: 985266 
Level 2: 39439! 
Level 3: B20771 
LeveHi 108048 
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Indiana Jones 

and the Last Crusade MegaDrive 

If you fancy the chance to start this hard MegaDrive platform game 
on any stage of any level simply reset the machine and after the Sega 
screen has disappeared press A. B, C. B r G, A C. A B, If you do it 
correctly you'll be presented with a sexy tittle menu that wifi allow you 
to choose to start where you wish. 


Europress' very own Dojo Dan certainly Isn't the easiest platform 
game ever. Therefore you'll probably find that this cheat will work 
wonders for your chances of completing the game. Type in 
WO OLANKIDK3 C KS B UTT while playing. The screen should flash 
and you'll now have infinite lives , Also press S to activate a permanent 
shield while F8 completes a level and F9 completes the whole section. 


Pinball Fantasies Amiga 

Select a table, and when it starts scrolling up and down (before you 
select the number of players), type in EXTRA BALLS for extra balls 
f really, Td never have guessed). You'll actually get five now instead of 
three. Also if you type in DIGITAL ILLUSIONS, you 7/ find that the 
ball cannot now be lost. 
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Pipe Dreams Game Boy 

Cant you get to the later levels of that infuriating puzzle game Fipe 
Dreams? Well maybe these level codes will come m handy, try these:- 

SEED 

YALI 

GROW 


If laying pipes t& your forte 
then Fipe Dreams on the 
Game&oy is definitely the 
game for you ♦ These three 
codes will take you to the 
later levels. 
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Predator 2 Amiga 

Fatjae the qamt : and type In your one ugly mother - for extra 

bonuses) /■' 


Premiere Amiga 

On the title screen type “spark plugs" This should give infinite 
lives. Press function keys to skip levels , 



Shilling Force Mega CD 

Those of you lucky enough to have this piece of equipment sitting on 
your t able may wish to know how to get a greater range on your Heal 
spells. 5elect Heal 3 for a character who is capable of using Heal 4. 
While the heal 3 range is displayed press button B Now select Heal 
4 and the range should have been Increased to three squares. 



Sim City Super Nintendo 

Here's a tasty tip on how to get a million dollars (cmospl. Spend 
everything you've got, right down to the last penny ana >ower the tax 
rate down to zero. Wait until the end of the year and when the 
budget screen comes up. hold down L and exit the screen. As soon 
as you've done this , re-enter the screen still holding L and raise all 
your target s up to 100% Your finances should soar up to 
$999,999! 


Skate or Die GameBoy 

Everybody wants to know how you get to the totally radical secret 
level. Here's how but you musn’t tell anybody. On the retro-rocket 
ramp score over 10,000 points (easier said than done). If you 
achieve thisyou'll see a spaceship hying in the background ♦ AW you 
have to do is preform a radical rocket air manoevre and you’ll go 
soaring to the moon. It s true - trust usl 



Sonic the Hedgehog MegaDrive 

Everybody knows the level select cheat by now, but here’s one you 
may not have seen before. On the title screen press C, C, UP, 


DOWN. DOWN DOWN LEFT. RIGHT and then START Now 
if you pause the game the buttons should do the following ; 




Prince of Persia Amiga 

Keep messing about with right Alt and shift keys, that should warp 
you to the end level „ de patient! 



Rastan Saga Master System 

Old game but still well worth cheating on. This one gives you 
unlimited continues. When the Sega logo appears hold down diagonal 
down -left and press buttons 1 and 2. 


R-Type GameBoy 

The cheats and tips get wackier. When the game tells you to push 
START, waft a sec and push DOWN. LEFT, A and B at the same 
time. This will allow access to a drawing program. Weird eh? 





Frantic, frenzied blasting by 
the gun- full In this version of 
the classic K- r ype. WWh a f t 
of deft fin gen. prk youl oecrte 
to enter this chea i and to will 
ghc sou a cie\nrh:tlr & rawing 
program ,te at- extra. 


A - Go back to demo {dead uaefulJ) 
B = Smooth alow motion 
C = Jerky bit by bit alow mottonJ 



Everyone's favourite 
hedgehog is currently doing 
the rounds in his sequel 
but here's a cheat you may 
not have seen before for 
the originai monster smash 
hit on the Mega Drive. 




Thunder Pro Wrestling MegaDrive 

if you put the game in any other mode than World Championship, 
select a wrestler, move your cursor over to him again and hold down 
button B and then press C, the fight should start between the 
same two wrestlers. This should even things up In those two -player 
boutsl 


Sensible Soccer vl.l Amiga/ST 

Load In the custom teams and select the England and West 
Germany teams from I9&&, When you start the match you'll see the 
game in glorious black and white, just like viewers of the originai final. 
If you've got an Amiga you should also get the "They thtoJf to*s aJJ 
over... It Is now" speech! 


Turtles in Time Super Nintendo 

Yeah, turtles doodl Get yourself 10 funky green lives by using 
controller two on the title screen and pressing UP, UP DOWN, 
DOWN, LEFT, RIGHT, B and then A Now using controller one, 
increase your lives to 101 
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AVAILABLE FOR BOTH NINTENDO SNES AND SEGA MEGADRIVE 


8-Direction thumb control 

Autofire 

Slow motion 


Multiple fire buttons 
See-thru casing 
Rapid fire mode 

9 INC. VAT. -erfflA 

taw „nnr 


SUGGESTED RETAIL PRICE £16.99 INC. VAT 


Another winning product from . . . ^,0 ^ lL 

Available from 

BEATTIES • BOOTS • CURRY'S • DIXONS • FUTURE ZONE • GAME • 
HMV • W.H. SMITH • TANDY • VIRGIN • and all the Best Computer Shops 







and the 

Fate of Atlantis 


COSTA PACKET 

If you can’t get Costa to talk, let Sophia have a try. Now when he's ready to 
trade swap him the eel figurine that Heimdall was working on. After this brief 
trip it's off to Barnett 
College, To get to 
the top Ooor use 
the mayonnaise 
with the totem 
pole, then pull 
the pole to the 
trapdoor. To 
find the dusty 
old key, open 
the urn and pick 
it up horn inside. 


a you probably know, there are three different 
waye of completing the Fate of Atlantia Thle guide 
I concentre tea on the Team method ae thle 
will probably be the one you chooee the 
first time you play the game 


TICKLE ON THE TUM 

If you’ve got a little jungle fever you’ll want to get past the 
snakes. Take the path furthest to the back, near the middle of 
the screen. To get across the chasm just use the tree and watch Indy do the rest. 
Next problem will be Stemhart. To get into the temple, admit that you don’t know 
the title. Talk to the parrot and say "title”. Then ask Sternhart about exploring the 
temple, You’ll find he’s more than a little helpful in your quest, just be wary 
of him as he’s a nasty piece of work! 
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TEMPERATURE'S RISING 

You should now be in the boiler room. Click on each locker until 
you find the statue you’ve been searching for and pick it up. Then 
it’s off to New York. Bear in mind, how enter the theatre determines 
which path Sophia will suggest. Take the Team path anyway or this 
guide will not get you where you want to go! Talking your way past 
the bouncer is a matter of following the dialogue paths 1/2/ 1/3/3. 


TEMPLE OF DOOM 

So you’re now in the 
temple and don't 
v know what to do 


ONE-WAY STREET 

Before you actually choose which type of game 
you wish to play you’ll have to get through the 
opening sequence. In the first room you must 
click on the statue at the left to leave. Then, 
once out, click on the rope at the right and 
you'll go into the library. Click on the books 
about Starnes to go into the room below and 
have a look at all the cat figurines on the table. 
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next. Well one of 
the spiral designs 
in the middle is 
different. TTy 
picking it up. To 
remove the 
t arnish use the 
kerosine in the 
lamp. The next 
trick is to get 
Sophia to keep 
Stemhart talking 
with the aid of her 
ample charms. 
When they start, 
run for the exit. 
Go out and use 
the spiral design 
with the animal 
head and then 
pull the nose. 
Escape will then 
be easier than 
you thought 
possible. 
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I H/-TE BOUNCERS! 

By now you'll have discovered you have to get into 
the theatre another way. Keep pushing the crates 
until you can reach the fire escape. To shut Sophia 
up you must have a play with some of the levers. 
The next problem you’ll encounter is that of the 
stagehand. Use dialogue path 3/1/1 and give him 
the newspaper you should have picked up outside 
the theatre. Now if you get stuck with the levers, 
push the left, then the right followed by the button. 
Do it in that order and success will be yours. 


RELUCTANT HERO 

Sophia doesn’t really fancy breaking into showbiz at 
the moment. Talk to her and use dialogue path 3/L 
When she goes over to the knife-thrower, push her! 
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Tricky one this. If you still can’t find 
the dialogue, once you’ve climbed 
the shute find the odd-looking cat 
statue. Open the furnace and use the 
cat with it. Use the dirty rag (which 
you should have found in the cellar) 
with the arrowhead (from the totem 
pole room) to construct a screwdrive. 
Use it to unscrew the five screws on 
the tipped over bookcase - or you 
can knock the book down from 
underneath with ant old lump of coal 
that you’ll find lying around the rooms 
in the surrounding area. Either way 
will achieve the desired result when 
you perform the act correctly. 
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IN ALGIERS 

Okey-dokey. You'U now be in Team mode if you 
know what's good for you. The first mess you 1 !! 
encounter is the shopkeeper wanting to see a stone 
disk. Get one from Monsieur Trottier in Monte Carlo , 
While you're at it get the mask from the shop. To get 
the ticket for the balloon give the squab-on-a- stick 
(see the grocer) to the beggar and he'!! give you 
one. To untether the balloon you’ll have to get Sophia 
to assist the knife-thrower in his act. 


SOPHIA'S CHOICE A 

Now's a good time to save your game. The answers during the 
seance axe quite difficult although the first three were revealed 
during his conversation with Indy. While Sophia is keeping 
Trottier busy, get Indy to open the cabinet and pick up the 
flashlight. Open the fusebox and use the circuit breaker. Use the 
bedding* the mask and the flashlight to complete the job easily! 
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CHILLY WEATHER 

If all's going to plan by now you’ll be 
in Iceland. When you meet Heimdal! 
use dialogue path 3/3/1 to progress. 
The ice-obscured object is your next 
target, although if you haven't been 
here before you can’t get it just yet. 
Use the Orichalcum in the exposed 
eel head to do the trick. This wiU 
only happen if this is your second 
visit to the country . Don't worry if 
that all sounds a little confusing. All 
will become apparaent as you 
progress through the game. 
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DESERT STRIKE 

Once you're in the hot and humid desert you 
must find the dig site. The nomads will help you 
here. If they say "considerably to the east" they 
mean two screens to the east. "To the east" 
means one screen and "slightly to the east" 
means on this screen. Of course, this means the 
same for any directions they give you. 


holy caw - 

Now Sophia being a bit dizzy 
will fall down a hole. Don't 
despair, there’s a ladder 
nearby which you should go 
down. Open the truck's gas 
tank, use the hole with the 
tank, then use the clay jar with 
the end of the hose. Open the 
cap on the generator, and use 
the gas-filler jar with the gas- 
filler pipe. Use the switch to 
operate the generator. And lo 
and behold you've got light! 


CRATE SCOTT! 

To gain entrance to the 
Greater Colony you need 
both a sunstone and a 
moonstone. The 
moonstone can be found 
by using the surveyor’s 
instrument, found on the 
ridge overlooking the 
dig on each of the 
statues. Align the cross 
hairs with 
one of the 
large horns. 

When done 
correctly a 
dotted fine 
should 
extend from 
the transit 
and that's 
that! 


BRIGHT SPARK 

When you need the spark plug 
you can get it after you've saved 
Sophia. Turn off (he generator, 
open it and get ihe plug As for a 
distributor cap - Sophia's got it. 
After all this fun and excitement 
it's off to the lovely island of 
Crete, but there's going to be no 
sunning yourself on a topless 
beach on this holiday. It's time 
for a bit of Maxi-bashing for the 
good old U.S. of A! 
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COUNT OF MONTE CARLOW 1 

If you having trouble finding Trottier, try looking on the streets of MC. 
He has grey hair, wearing a brown suit with a flower in the lapel. To get 
him to come with you use dialogue path 1/2/1/3. The correct answer to 
his question can be found in Plato's dialogue. After answering the 
question use dialogue path 2/1 to convince him to come with you. 


WE ALL LIVE IN A... 

Briefly speaking you'll have to get rid of the Nazi 
guarding Sophia. Give her a cue, any fine except the 
one about “fine leather jackets". The Locking Stones 
are located in the strongbox next to the room where 
Kemer and Ubermann are. To open the strongbox use 
the porcelain mug with the battery acid. Then use the 
add-filled mug with the strong-box. Once you've got 
complete control of the sub, 
cruise back and forth until 
you spot an opening in the 
sea-bed. Use the control to 
drive the sub into the opening 
and you'll have reached your 
final destination. 


A-MAZE-ING 

Once in the labyrinth pick up the two busts. 
Use the whip with the statue's head in the 
next room. Open the gate by pushing one of 
the heads back on the shelf. But you'll have 
to find another way out. To get the gold box. 
go to the room downstairs and poke the staff 
into the statue's mouth, Now follows a 
section which you should really be able to 
do yourself, so we'll skip ahead to the 
submarine which is the last main section 
before Atlantis and the end of the game!. 
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CATE OF ATLANTIS 

Now you're there you may as well do 
some stuff for yourselves. You’ll have 
the basic idea by now. Trust us when 
we tell you that the next section isn’t 
that difficult anyway. Soon it'll all be 
over and the treasures will be yours. 

Congratulations on completing this 
top adventure with hardly any help! 









lc N s awesome, but imagine never paying for 
another console game again. 

Awesome! Yes. but get hold of a copy of PC 
Home magazine and Dad will soon be open- 
ing up his wallet for a real computer, 

Yeh, a PC. Dripping with power, great 
games, more games, better games, bigger 
games. 

Tell Dad he can read all about software* pro- 
gramming and stuff so the old boy can work 
at home. 

Tell Mum she can teach the kids using educa- 
tional software - that will keep them out of 
her hair. 

All of you can get to grips with the PC 
through PC Home. 

And* we review the very best PC games too! 

Get your copy today - better still get Dad to 
get your copy today. 

Awesome! 


The PC mopine for serious gamers 



everything, 
dont get hit 
and 

remember to 
jump over ell 
of the 

mailboxes! if 
you fail to 
complete 
your first sub- 
section, reset 
the machine 
and go to the 


E verybody’s favourite under achiever has been wreaking 
havoc once more. This time not just in Springfield, but In 
the homes of Super NES owners everywhere. But 
whatever you do 'don’t have a cow’ because once 
again It Is Sad Influencel to the rescue 
with the ultimate players’ guide. 


<x> 


& 


When you end up in a sub section, it’s handy to know 
which door leads where Green Bartzilia, Orange The 
Tempie of Maggie, Blue - Bartman, Yellow - itchy & 
Scratchy and finally Purple takes you to Bart's Bloodstream 




J3Z 


Ibis is an extremely difficult stage due to the fact that you have to 
be very quick in parts, but stiff remain rather cautious There is no 
one solution to the Temple of Maggie so a few hints will come in 
.useful. Collect as many eggs as 


windy world is Bart's first stop This can be one 
royal pain in the backside because if you go the 
wrong way upon first appeanng you could miss 
the homework paper and end up wandering 
around for a long time. There r$ nothing you can 
really do about it except hope you get itfrjjht 
first time! Here s* handy little Tips On your first 


possible and go quickly but be 
sure that your next jump is a 
safe one And never ever go 
after a demon, wait for him to 
come to you! 


visit the paper Is always to Bart's right! 


There are many ways Bart can come to 
harm in Windy World. Each time he gets 
hit by one of his foes he will lose one 1 1 
from his meter so make sure you collect 
*5s many as 7s as 















You wit! come up against Mr Bums* right hand man, 
the dreaded Smithers, twice during the course of 
your meande rings inside the level The first 
encounter may seem a little tricky but the second 
one is an altogether much simpler affair. 

The key to defeating Smiths rs really is to stay in 
the top right left hand comer, firing off your slingshot 
all the time, blowing up his missiles. You know the 
sort of thing! 

You will probably not destroy him the first time 
around, but you should on his second pass later on 
in this level, if you stick to that handy hint, that ts! 
Don't worry about it! 


There is certainly plenty to do here for 
one measly piece of paper f The first 
boss on this level is Sherri and Terri in 
their beautiful balloon. The trick here is 
to keep as high as possible and as 
dose to the balloon as you can, 
shooting all the time. Never get 
underneath the thing as you will get hit 
by a bomb. Fly past and wait for it to 
come down again. 


When our feline fnend and hrs partner- in-crime are armed with a flame thrower or bazooka, the 
action certainly hots up If you get caught in front when they fire, you will be burnt to a cinder. 
However, the best way to clobber them is to get behind them, wait for the kick back from their 
weapon to bnng them in range and bring your hammer down Tricky, but nonetheless effective. 


This possibly the most 
complex stage in the 
whole game 
Fortunately it can be 
simplified so that the 
use of three weapons is 
sufficient to complete It 
Basically, shoot the 
helicopters using the 
right control pad arrow, 
the fighters using the X 
button and the tanks 
using the B button. 
Simply ignore everything 
else and getting the first 
page of homework Is no 
problem 


000^239 


Once you have completed the city 
crushing stage, you will move on to the 
building climbing stage which is very 
reminiscent of King Kong. This is simplicity 
itself, if you can dodge the various objects 
chucked at you by the residents* A^oid 
Momthra at all costs. Get hit and you will 
fall down, Simplv push up to regain your 
balanoc Gfub the second piece of 
I idfpewor K (rom the very top and you 
hop competed Barbiilla! 


Once inside Bart s 
Bloodstream you will be 

attacked by diseases such as the Von Got U virus and Tommy 
virus The Tommy virus chucks hand grenades at you so steer 
well clear of him if you are pumping up a Von Got U virus 
On the other hand, if you are ridding yourself of a Tommy 
virus make sure that no Von Got U viruses get underneath 
you as they will stab you with their helmets. 


Barney Grumble is Homer's alcoholic slobby 
friend He Is riding a pink elephant that fires 
peanuts at you out of its hunk The peanuts 
are not all that you have to worry about 
though. Barney periodically burps and if 
you get caught m the green cioud that 
emerges you will fose valuable energy. 
Defeating him is or# possible when he is 
on the nght of the screen Wait until he is 
there, Ry to the top left and take him out! 


Monty Bums is the boss of Springfields nuclear power station where 
Homer is employed He is the last obstacle and unfortunately, the 
hardest Follow this method though and you can't go far wrong. When 
his plane is flying from right to left you must start in the top left comer 
and Ry diagonally down to the right, shooting all the time, When he is 
going the other way, simply reverse this method until he is destroyed 


In order to get the piece of homework, you will need to enlist the 
help of your old friend Smilin’ Joe Fission it is very easy, however, 
to miss good of Smilin' Joe so stay as near to the top of the screen 
as you can The best way to do this is to get a virus on your pump 
and swim to the top of the screen, giving you more time to reach 
your surreal ally. 


Two pieces of homework are up for grabs rn this devilishly tncky level. Again 
there is no one way to succeed but you can be pointed in the right direction 
When you are armed only with a mallet the easiest way to take out the cat 
and mouse duo is to stand on a chair or table and wallop them. Simple l 
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DOWN TO 
LEVEL 4 


□OWN TO LEVEL 4 


NAM ROOD rips to pieces 


.FRA 


W ith Or Fran ken 2 on the way, tt'e high time 

those people who are having a few problems wfth 
the mega hand original got a bit of a 
breather before the next puzzler. j pip 


ciosct 

key 


□OWN TO 
LEVEL 3 


FLOOR 1 




DOWN TO 
LEVEL 2 


□ □□ 


helmet 


spanner 


DOWN TO 
LEVEL 5 



-sHI 


DOWN TO 
LEVEL 5 


DOWN TO 
LEVEL 5 
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FLOOR 4 


Floor 4 contains the 
conductor frame 
which restores your 
energy bar to 
maximum It Is 
situated directly 
below tower B and 
comes in very handy 
indeed when things 
are looking grim 


m 




DOWN TO 
LEVEL 5 































FLOOR E 


Once alt the items are collected make your 
way back to floor 6 and go into the lab to 
put Bitsy together and complete the game 


conductor 


armoury key winch lever 


tower key D 


A handy tip is to collect the torch before 
attempting floor 7. No map is available here so 
use the map to find the three items on this 
level Don't attempt this floor before collecting 
the torch - the lanterns ( which can be found 
on floor Si will run out of power before 
reaching each of the items. This will leave you 
in total darkness and it will be more difficult to 
find your way out again 
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econd only to that hadgehoe this platform 
game may be cau&ing you the most problet 
tou* 


i hi help you... 

- 


ACME ANTICS 

Even early on f the factory can 
cause all sorts of problems for our 
carnivorous friend. To get to the 
later levels you'll have to 
overcome the tot hurdle. How do 
you get on the tot ledge? Ifs 
easy: Simply pick up the ACME 
crate that lies on the bottom of the 
screen* then place it under one of 
the lower ledges and hey presto, 
you can now jump on the crate and 
ultimately the ledge. 


icy cold m 

Just one of the many t W 

penguins that frown ^ 
upon your willingness to 
eat all their lovely fish. If you 
forever* all you have to do is 
bang on its head. If ah that sc 
for your usual whirlwind attac 
blast the majority of your oppt 


to rid the polar region of them 
your jump so that you land flat 
s a bit Ashy (groan) you can go 
lich is generally guarenteed to 
is well and truly out of the way. 


JUNGLE FUN 

The large jungle section is 
not as difficult as it may 
initially seem* By this time 
you should have mastered 
the controls so those big 
jumps that require the use 
of the whirlwind spin to 
gain height should be no 
problem to someone like 
yourself* As always, 
practice makes perfect! 


HIDDEN GOODIES 

The tricky ice level can pose a 
few problems but nothing a bit 
of practice can't sort out* When 
you reach the end of the level 
you’ll come across a sign with an 
arrow pointing left. Walk back 
and when you come across a 
gap filled in by an upside down 
iceberg, just wait patiently on 
this patch of ice and eventually 
it’ll descend into an all-new level 
for you to try! 





NAM ROOD blows away 



NO WEED 

As you can see in this screenshot 
there are two edible food stuffs, 
but what would you eat? Well for a 
start don’t eat the bag with "No 
weed" unless you’d like a poorly 
tummy. So this particular 
succulent roast chicken gets my 
vote in the t astiness stakes. 


TEATIME 

If you look hard enough 
you should find a whole 
load of food, including the 
highly sought after red hoi 
chilli peppers. Once devoured 
they’ll enable the brown one to 
breathe fire. This in turn gives him 
the advantage of being able to kill 
baddies at a distance. As you can 
imagine, this can come in 
extremely handy in certain tricky 
situations that you 1 !! find yourself 
getting into later on in the game. 
That's when it gets really hard*.. 


Q ARTHUR SCARGILL 

The Tazmanian takes to the mines in this bonus 
level you should find later on in the game, 
When you first enter the mine you’ll be on foot, 
but journey deeper and you’ll find an old 
mining truck. All you have to do to get in the 
truck is jump into it* 


LONG LEGS 

The extending legs can be 
used to avoid crashing into 
all the hazards and pitfalls 
on this level. Only by 
toning up your reactions 
can you master this tough 
and speedy level 


IT’S MINE! 

^ , r * Make sure your 

headgear is on safely. As 
you embark on this 

rollercoaster ride through the mine* keep your eyes on the right of the screen, if you see 
a set of traffic lights and they’re on green, increase your speed by pushing right. If on the 
other hand they ’re on red, push left to decrease your speed. Failure to do this may well 


cause you to lose a valuable life. 


TAKEN FOR A SPIN 

The Whirlwind attack that made the game famous can be seen here* It has two primary uses: The 
first is as an offensive weapon. Most enemies can be destroyed by a single spin - the end of level 
baddies require several. The second use is to gain height when jumping. Just run, jump and keep 
your finger on the spin button* It’s just possible itll give you the height you need. 
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NAM ROOD gefts beastly with 


■ When you start you are positioned nearby a small gnome character 

_ — who is lighting a cannon. Position yourself to the left of the cannon, wait for 
the gnome to light it and then punch the cannon so that it points in the opposite direction. 
The cannon ball will be fired out killing the gnome and releasing a natty laser gun which you 

should pick up. The cannon ball can be used later on 


LEVEL 2 

From the starting point, walk to the right. 

Jump over the spikes and descend the ladder 
Head left and collect the cog. Now go back to 
the machine you saw at the beginning 

Use the cog on the machine to activate the 
lift. Board the lift and push the lever again. You 
should then travel up. 

At the top, walk right and collect the torch 
(you'll need this later on in the castle) Head 


LEVEL 1 

Walk right, jumping over the dart that is 
fired, and climb down the ladder. Move left 
from here and travel down the next ladder 
Negotiate the moving platforms to the right 
until you drop down to the platform below 
Walk left and leap across to the furthest 
platform which is moving up and down. When it 
travels down it will stop alongside another 
platform which you should leap upon 


left and you will come to a switch that is In the 
'On' position. Punch it once to turn it off 

Go up the ladder and collect the life potion 
to the nght if you need it. Walk left and you wifi 
come to a fire-breathing dragon guarding a key. 
Follow his flames and collect the key 

Go back to the lift and travel down. Go 
fight and descend the ladder Keep going left 


until you come to another ladder which you 
must go down. Drop off the ladder and go right 
until you come to a lever. Push the lever once 
to activate the platform at A. 

Go left and flick this switch to activate the 
platforms at B. Walk right and go down the 
ladder. Head left and collect the power punch 
potion then travel back right and go down the 
ladder Walk left, avoiding 
the wasp fireballs. 

Go down the next 
ladder and head right, 
negotiating the hazards Go 
down the ladder and fall off 
the end of the platform. 
Walk right to reach the final 
ladder and then go down. 

At the bottom you will 
come across six jet pipes 
that fire burning flames and 
steam - avoid them if you 
can' Continue going right 
until you come to the last 
spike with a huge red 
dragon behind it - the end- 
ofilevel monster 

Use the power punch 
you collected earlier, jump 
over the spike and hit the 
dragon five time, then jump 
back. Keep repeating this 
until he finally dies. 

Now walk to the right 
and use the key you 
collected earlier on the 
locked door, You will now 
find yourself in the well. 

Make sure you have 
enough energy for the tasks 
ahead. If you only have a 
small amount left it's worth 
dying deliberately so that 
you start with full energy. 
Good luck and happy 
hunting! 


Walk to the right as far as you can go, 
avoiding the falling spikes, and collect the 
health potion. Walk back the way you came 
and dimb down the ladder near where you 
dropped off the platform Travel all the way to 
the right using the platforms and swing ropes, 
taking care to avoid the acid drops. Climb 
down the ladder and the one below it Walk to 


the left and leap onto the platform - it will take 
you to another Leap on to this and walk 
carefully to the left 

You will now be face-to-face with a fire- 
breathing monster playing catch with a blue 
sphere. When he stops breathing fire, walk 
directly up to him and crouch down Every time 
he stops breathing fire, stand up and punch the 
sphere Continue this until the sphere ts 
yours. 

Move back to the far right, using the same 
platform as before, and climb down the 
ladder Walk slightly right and down the next 
ladder Walk to the left avoiding the acid 
drops, leap on to the platform and then on 
to the next one which is moving up and 
down. When it moves up with you on it, 
collect the gold key 

Drop down off the platform and off the 
edge to the right find then walk left slightly to 
collect the health potion 

From here, walk alt the way to the right 
and up the ladder, avoiding the green snake 
Keep travelling up the ladders until you come 
to the teleporter Use the teleporter and you 
will be beamed to the position indicated by 
the arrow on the map. Now select the blue 
sphere weapon from your inventory 

Walk to the left and climb up the ladder 
When you walk to the right, a statue appears 
behind you and you will then have to kill the 
end-of-level monster. You cannot escape 
from this area once the statue rises up from 
the ground. Make sure that before you enter 
this area you have collected the sphere 
When the monster appears look for the 
'Duck here' message. Go to this point and 
crouch down Jump over the first fire dart 
that the monster spits at you and then duck 
to avoid the other fire darts he launches 
When he retreats back to ground level, 
fire as quickly as you can using the blue 
sphere weapon. Repeat this and the monster 
will eventually die. You can then progress to 
Level 3 by walking to the nght. 
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Not yet available in this country, “Barbie 
Game Girl” has a Barbie doll as its heroine. 
The gameplay takes her on a trip to the 
shopping mall where she buys dresses 
and shoes. Her reward is a dream date 
with boyfriend Ken. This goes down well 
in America but rates no votes with 
Britain’s gamegirls. 


That macho 
male image is 
taking quite 
a beating in 
today’s video 
games world 


W hen school bags are slung 
Into a corner, snacks are 
grabbed and the country's tel- 
lies go on for some Thursday afternoon box 
goggling, a surprising number of girls are 
switching over to Bad Influence! 

Viewing figures for the first few pro- 
grammes show that boys are only a little 
way ahead in the ratings - and the girls are 
catching up fast. 

OK. We can hear all our lady readers 
yell: "So what's surprising about that?" 

Well, whether it's right or wrong, many 
adults believe that girls take second place 
when it comes to computer games, not to 
mention computing in general To a cer- 
tain extent they're right. It's true that 
boys tend to play games 
more often than girls. It's 
also true that school com- 
puter clubs are often 
dominated by boys - a 
fact underlined in a 
recent report drawn 
up by school inspec- 
tors. 

And it's certainly 
true that many more 
games are developed 
with boys in mind. 
Believe it or noi, but 
there was a time when 
playing video games at 


home was almost unknown. The only place 
you could see them was in grubby arcades 
which were - and still are - places to be 
avoided by many girls. 

Even a strong character like Violet Berlin 
told Bad Influence! magazine that she 
didn't like going into your average arcade. 

But as we go into a new year, all that 
seems set to change. Will 1993 be "The 
Year of the Girl" as far as games are con- 
cerned? 

If Bad Influence! is any indication, the 
answer is a resounding "Yes!" 



‘We’re getting 
a rough deal’ 



Over to Sharon Greaves of GB 
Action magazine, who firmly 
believes that girls get a rough 
deal when it comes to games. 

“Girls demand a lot from 
games 1 ’, said Sharon. “While 
they may like shoot- 'em- up 5 and 
beat-’em-ups, they need more 
than just the violent action. 

That's why Streetlight II works so 
well because it f s got so many 
options - no blood, guts or 
weapons - just brilliant game- 
play, lush graphics and great 
depth. 

“They also like more colourful 
characters rather than just an old 
sprite who's supposed to look 
like Hudson Hawk or Mel Gibson 
but never does. They prefer char- 
acters with more character. 

“And why can't games have 
more girl heroines? You get a lot 
of princes riding out of the sunset 


to rescue princesses from dun- 
geons but not the other way 
round. 

“Games like Barbie Game 
Girl may be all right for the very 
young but they are just an insult 
to most girls”. 


"The number of girls watching the programme 
has really surprised us", said Yorkshire 
Television's Patrick Utley. "Ever in the early days 
of Bad Influence! we realised that it would be 
easy to attract boys to watch but it would be a 
much more difficult task to attract girls. 

"[ was determined that we must have girl 
reviewers on the programme and we found it 
quite hard to find the right ones. 

"But it was worth the trouble. I expected that 
girls watching Bad Influence! would be about 30 
per cent of the childrens' TV audience. In fact 
even in the earlier programmes we have achieved 
nearly SO per cent. 

"We're very pleased with this and it's also good 
news for software publishers. Computer maga- 
zines tend to be read more by boys, and with all 
its joystick jokes, the Gamesmaster TV pro- 
gramme also caters more for boys. We've given 
games companies a whole new audience of girls”. 

The result is good news for gamegirls (there 
you go again - why did Nintendo call it 
GameBOV?) 

Girls are generally thought to be less competi- 
tive than boys, but that certainly isn't the case 
with computer games. Many otherwise well 
behaved young ladies told Bad Influence! maga- 
zine that they really like two-handed 
games where they can beat up on their 
brothers without being told off by Mum 
and Dad. 

As we said before: Watch out boys - the 
girls are coming! 
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Lemmings are 
a safe bet...’ ■' 


Games companies are being forced to give 0^ vk 

more thought to what girls want when they j _ ir ^ 

develop their new titles. But while they may | 

have general ideas on this subject, they’re 
still a bit woolly. 

“We recognise that certain games have 
the potential to appeal to girls as well as ” 
boys, but you have to he careful not to 
patronise girls”, said Maggie 

Goodwin, marketing manager for &£****% €* 
top games publisher Psygnosis. “If -J 

you produce games that are toe cut- 
sie, they will rebel against them. 

“Different girls like different things, but generally 
I think they go for games that include attractive art- 
work and are pleasing to the eye. They also like 
puzzle-type games and ones with some 
humour in them. Some people say that girls 
just go for platform games but there are 
many that like shoot^em-ups and a 

beat-’em-ups. >JH 

“One thing I don’t think they like is role 
playing games. Girls tend to play for less time 
than boys and role playing can 
take hours. 

“I don't believe that 
') A girls want to be 

treated as a spe- ^ — 

V ' "■% cial case. At C ^ 

Psygnosis we think 

the safest thing is to go for games that are 
good for everyone like Lemmings. So far, 
we dou^t have any intention of develop- 
B ing games purely for girls”. 


K 
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They’re the 
toughest game 
critics ever to 
clutch a joystick. 
If they think it 
isn’t worth your 
money they’ll 
say so - in no 
uncertain terms. 
They’re. . . 


kii 


Alex Rochford 
is 16 and goes 
to Allerton 
Grange High 
School, Leeds* 
He owns a 
Gameboy and 
an ST and says 
his favourite games are Sensible 
Soccer and Lotus Turbo 
Challenge H. "The first time I 
filmed the show I didn’t know 
what to do 11 , he said, 

"We’re allowed to say what we 
really think about the games as 
long as we can justify it. On one 
programme X reviewed a game I 
thought was rubbish* It was just 
cashing in on a film of the same 
name. I wondered if I would be 



allowed to say that, but I got my 
criticism onto the show because I 
could back it up”, 

Alex's main hobby is compos- 
ing music on his ST - not surpris- 
ing since he has taken GCSE in 
music, is doing music at A level 
and his dad is a music teacher. 

He has formed a band, 
Kaleidoscope, with which he 
sings and plays rhythm guitar. 
They recently got through to the 
finals of the Panasonic Hock 
School Competition. 

"I definitely want to go into the 
performing arts when I leave 
school”, he added. “Being a TV 
presenter would be good and Bad 
Influence! has been excellent 
experience for that,” 



A group of youngsters from 
Yorkshire are rapidly mak- 
ing a name for themselves 
as the hottest gang of critics ever to 
hit the computer games industry. This 
fearless band swap their schoolbooks 
for the lights and cameras of the Bad 
Influence! studio to offer a true kids* 
eye view of the latest games. 

They give praise where it r s due, but 
pull no punches when they think 
something is rubbish. 

And they've come through like real 
professionals, according to associate 
producer Susan Walls, who is in 
charge of the reviews section of the 
programme. 

"At first it was agony putting the 
poor things through the trauma of a 
television recording", said Susan. "We 
were asking them to do a really diffi- 
cult job, 1 used to die a million deaths 
in the studio if any of them fluffed 


their lines. You could really feel their 
embarrassment. 

"But now they've learned the ropes 
and got a bit more experience they do 
a really good job. I believe that some 
of these youngsters could have a good 
future as telly presenters with some 
hard work and a bit of luck". 

To find its young games reviewers, 
Bad Influence! contacted local schools 
in Leeds, put up posters and made 
announcements in the local papers. 
Not surprisingly they were swamped 
with replies which lead to a shortlist 
of 100 youngsters being interviewed. 

"We did the interviews over two 
days", said Susan, "It was a nightmare 
at the time, but we finally got down 
to 19 who are appearing on this series 
of Bad Influence! Some have taken to 
the job more easily than others hut 
generally, 1 think we made good 
chokes. They're great". 


-• 

J times Douglas is 
known as Whizz 
V Kid by the Bad 

Influence! team 
because he’s so 
good at games. 
"When he first 
came into the 

studio he claimed he could finish 
Sonic 2 in two hours” , said Susan 
Walls. "The rest of us laughed and 
got on with our work. Within two 
hours he really had finished Sonic 
2. What more can X say?” 

Another pupil from Allerton 


Grange High, James plays games a 
lot, “It’s a change from being your 
average person”, he Said. “In a 
game you can be anything from a 
super hero to a sfreet-cred dude”. 

But like all good reviewers, 
James has some strong opinions, “I 
think the price of games is terri- 
ble”, he added. “I know they cost a 
lot to develop, but they don 1 ! cost 
very much to duplicate. Firms like 
Nintendo and Sega sell them at an 
enormous profit. 

"When I did the first couple of 
takes on the show, I was worried X 


I p Andy Crane reck- 

■ ons that one of the 
I young reviewers 
is so good that he 
I could be snapped 
^ I up by a magazine 
r, jH when he leaves 

school. He’s 14- 

year* old Lokesh Soni who attends 
Allerton Grange High, Lokesh likes 
platform games and sports simulations 
like Kick Off and Formula One Grand 
Prix, But he’s also into Assaasiit and 
Street Fighter, 

“The best thing about the show is 
just being on TV”, he said, “Although 
its very nerve wracking at first, you 
soon get to grips with it. Everyone is 
very kind fo us and what we say isn’t 
altered . It’s very fair 11 . 

A keen squash player, Lokesh has an 
Amiga but wants a Super Nintendo. 


r 


would not be able to do it, but you 
get into the flow. Now 1 talk to the 
camera as though it was just a 
friend at school”, 

James’ favourite games are 
Contra II on the Super NES, Alien 
Wars and Sonic, but away from his 
computer he likes the outdoor life. 
He’s into rock climbing, abseiling 
and all the other activities of 
Outward Bound courses. 

He’d also like to go into TV, but 
while he enjoys appearing on Bad 
Influence! he would prefer a job 
behind the cameras. 


When Sarah Marsh 
(left) of Fullneck 
Girls School, 

Pudsey, went for her 
interview at YTV she 
started with an 
advantage - her 
school gives its pupils lessons on 
interview techniques. She also went 
along with her schoolfriend Amanda 
Townson (right) and both were chosen. 

Sarah can give a clear opinion on 
new games because she doesn’t have 
her own computer and only plays 
games at friends’ houses. Her partic- 
ular favourite is Sonic 2. 

“When I went into the studio for the 
first time I thought they would fell me 
off if I didn't do it in one take, but 
they were kind and it was really good 


fun”, she said, “Violet came across to 
have a word with me and I also had a 
tong talk with Andy. 

“My friends at school think they’re 
not as nice in real life as they are on 
TV, but that’s not true. They’re really 
good - especially Andy”. 

Amanda’s family can’t see her live 
on the programme because they live 
in Germany. But games are obviously 
in the Townson family’s blood. Her 
dad often stays up to the early hours 
trying to beat her sister’s score on the 
Amiga game Captain Planet. 

A confident girl, Amanda certainly 
doesn’t agree with the opinion that 
boys are better at games than girls. 
“In the studio, we hold our own 
against the boys. I absolutely do not 
think that computer games are more 


for boys than girls”, 
she said. 

And Amanda also 
shows that you can 
enjoy computer 
games without get- 
ting hooked on 
them. When she’s not playing her 
favourite game - Lemmings - she 
plays netball for Leeds Under 16s and 
for her school enjoys hockey and bas- 
ketball and plays the piano. 

“I think our slot on the programme 
is important because when kids are 
saving up their pock- 
ey money to buy a 
game, they should 
know what they 
are getting”, 
she said. 



I “When I went for my interview we played 
I some games and then they asked me if X 
I minded being shouted at”, said 14-year- 
I old Jean-Pierre Guillou. “But it was just a 
I joke. In one show I had to do my slot all 
in one go. I didn’t have a chance to get 
I my breath back in like we normally do.”. 

Jean-Pierre is another pupil from 
Allerton Grange High. He has a Lynx, an Apple Mac for 
doing some of his school work on and an Acorn Archimedes. 
His favourite game is the Archimedes version of Lemmings. 

“My elder sister isn’t keen on the fact that I get time off 
school to do the programme”, said Jean-Pierre. 

Overhearing the comment as Jean-Pierre was being inter- 
viewed in the YTV canteen, Andy Crane swallowed his 
chips and jumped in; “Take a bit longer over this interview 
and you won’t have to go back to school at all today, then 
she *11 be really mad”. 


She’s the little girl with the big smile - and an undoubted favourite in the 
Bad Influence! studio. Kathly Poon goes to Westerton Primary School and 
at 11 years of age is one of the youngest reviewers. 

“My teacher didn’t want me to go in for the show because she says I’m 
always late for school”, said Kathly. “But in the end she put my name 
down. I enjoy the programme and it doesn’t really worry me if 1 don't 
get the lines right first time. 

"It’s fun. When we’ve played the games we say what we think 
about them and Susan writes it down for us. We can really say 
what we want, even if it's not good”. 

Kathly has plenty of games to play at home because her 
elder brother Alex has “just about every game there is". She 
also has two elder sisters, Alice and Alyssa, 

“My favourite game is Mickey and Donald but I also like i 

Street Fighter. E love shoot- ’em-ups and beat-’em-ups”, she 
added, “but 1 don’t play games all the time. I also like read- 
ing and making up stories. 

“Some people at school think I’m a show-off going on tele- 
vision, hut my real friends don’t. They think it’s great. When I 
leave school I would like to be either an actor or a lawyer” . 


The long and the short o! it is that the young review- 
ers of Bad Influence! know what they’re talking 
about. Over six feet tall, Adam Qraimah is a keen 
basketball player with strong opinions on what 
makes a good game. 

He wrote his first game when he was just 11 years 
old and wants to go into a career in computers. 

Little Kathly Poon is a great TV performer who 
has a suprising liking for violent games 
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u ^/cade-quality 
Noo Geo could 
be yours! , j 


Every console owner would give their 
eye teeth for a Neo Geo, without doubt 
the ultimate in home computer 
* entertainment, providing arcade -quality 

graphics, sound and gameplay. 

And with the aid of a memory card you can 
save your games, plug the card into a special 
machine in an arcade, and continue with your 

Sadly, until now the Neo Geo has been out of 
the price range of most of the nation’s games 
players. But yearn no longer - because if you 
enter this Bad Influence! Magazine competition 
you could receive one absolutely free! 

Ji J / In association with Sensible Software we have 

a Neo Geo to give away. And that’s not all - the 
lucky winner will also receive the Art of Fighting’ 
game so he - or she - can enjoy the wonders of the machine straight away] 

Even if they don’t collect the big prize 50 fortunate runners up will receive a highly fashionable 
BIG BAhUS Sensible Soccer T-shirt. 

So fill in the entry coupon now and send it off to us by March 31st at: 


The Neo Geo is without a doubt the ultimate 
games machine available to the player 
outside of an arcade. Technically speaking 
it is far and away the most advanced 
machine on the market, and its varied 
range of arcade quality games make it a 
very sought after item. 


THE NEO-GEO CONTEST 

1) Which previous Sensible Software game 

featured a wizard sprout-like character? 


Neo Geo Contest, Europa House, Adlington Park, Macclesfield SK10 4NP, 


Remember to say whether you want a PAL or SCART Neo Geo if you win. 


2) How many copies of Sensible Soccer were sold in 1992? 
(The nearest answer collects the first prize ) 


My computer/console is a 


net this box if you don t wis/i to receive promotional material from other companies 
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THE BOTTOM LINE 



Price: £299 (£499 with 20 Megabyte Hard Disk) 
Includes: Computer, system software,, mouse, TV 
leads* parties software 
Processor: 16 bit 66000 
Graphics: High resolution, hardware scrolling 
Colours: 4,096 
E?ound: 4 channel stereo 
Cost of games: £10 * £30 


A very fast, very powerful home 
computer at a fairly affordable price* 
Constant changes to the system 
hardware mean that incompatibility 
problems are rife* Huge existing 
software base with good support for the 
foreseeable future. 


Phen it comes to buying a computer 


games machine that satisfies your 


style, the choice can prove horren 


dous. We have therefore compiled an easy 


reference bench test so that you can locate the 


mfo you feel is important to video games and 


compare it over the whole range. We have also 


included other useful information so that if 
you enter a shop you feel confident about the 
games machine you desire. 



Price: £79,99 

Includes: Console. 2 controllers, TV leads. Super 
Mario Bros game 

Processor: 8 bit 6502 
Graphics: Hardware scrolling 
Colours; 52 

Sound: 4 channel mono 

Cost of games: £20 - £45 


vm 

A well supported and cheap machine, 
the NE3 has the largest library of 
cartridge software available, and some 
absolutely stunning games titles. Comes 
free with the classic Super Mario Bros 
game. However, now a bit 
overshadowed by its younger 16 bit 
brother, 



MtERommsEm 

Price: £129,99 

Includes: Console, 1 controller, TV leads, Sonia 
the Hedgehog game 
Processor: 16 bit 66000 
Graphics: Hardware scrolling 

Colours: 512 
Sound: 6 channel stereo 

Cost of games; £30 - £50 


Currently Britain's most popular 
console, but fairly low profile 
worldwide, the Mega Drive is a fine 
machine with a very big library of 
software. Overshadowed technically by 
the Super Nintendo system, but still the 
biggest seller this Christmas. 


warn 


DUPED NES - NINTENDO 

Price: £159 

Includes: Console, 2 controllers, TV leads, 
Streetfighter II game 

Processor Customised 6502 (very strange) 
Graphics: High resolution, hardware scrolling 
Colours: 32,000 

Sound: 8 channel stereo* Dolby compatibility 

Cost of games: £40 - £65 


PCWMUOUS 

Price; £300 upwards (£1000 for a decent set-up) 
Includes: Computer, mouse, hard drive, monitor 
Processor: 286, 386, 486 
Graphics: Hercules. EGA, VGA, Super VGA 
Colours: from mono to millions 
Sound: Extra hardware required 
Cost of Games: £20 - £60 

n T ' 


MUSTER SYSTEM - SEGA 

PHce: £79.99 

Includes: Console, 2 controllers, TV leads. Sonic 
the Hedgehog game 

Processor: 8 bit Z80 
Graphics: Hardware scrolling 

Colours: 64 

Sound: 3 channel mono 

Cost of games: £15 - £30 


Powerful, spectacular video game 
console with a large library of stunning 
games and perhaps the rosiest future of 
any current piece of gaming hardware. 
Comes supplied with Mario World , one 
of the best games ever, or the incredible 
Streetfighter II beat 'em-up arcade game. 


Depending on which combination of 
hardware you buy, a PC can be an 
extremely powerful games machine. 
There is very little software when it 
comes to fast arcade games, but it has 
the best flight sims and adventures 
available. 


A pretty nice little unit at a reasonable 
enough price. Huge catalogue of games 
available for it but the machine Is 
starting to look very, very dated* Firm 
support from European software houses 
but unfortunately completely dead 
everywhere else. 


NEDEED-SNN 


ice: £260 


Includes: Console, 1 controller, TV leads 
Processor; 16 bit 68000, 8 bit coprocessor 
Graphics: Hardware scrolling and scaling 
Colours: Millions! 

Sound: 16 channel stereo 
Cost of games; £90 - £150 


Not really for your average player, the 
Neo Geo can be looked at as a very 
expensive console, or an incredibly 
cheap arcade machine. Diehard fans see 
it as the latter and byte for byte, it's 
actually much cheaper than the 
competition. 
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l YNK -ATARI HANDHELD 


\ 

Price £79*99 

I 

\ 

Includes: Console, Batman Returns game 

Processor: 8 bit 6502 

Graphics: Hardware scrolling and scaling 


. • ^ 

Colours: 4,096 


i 

Sound; 4 channel stereo 

— 


Cost of garlics: £20 - £30 


Price: £79.99 

Includes: Console* Sonic the hedgehog game 

Processor: 8 bit ZBO 
Graphics: Hardware scrolling 
Colours: 64 

Sound: 3 channel stereo 

Cost of games: £20 - £30 


R 



Price. £69*99 

Includes: Console* headphones, link leads and 

Tetris game 

Processor: 8 bit 6502 

Graphics: Hardware scrolling 

Colours: 4 grey shades 

Sound: 4 channel stereo 

Cost of games: £20 - £30 


An excellent handheld machine which 
boasts the most advanced technology in 
its field. Relatively succesful though and 
easily the best hand around held as far 
as graphics and sound are concerned. A 
machine which looked a bit shaky at one 
stage, but is now extremely popular. 


A poorly specified machine with poor 
graphics and identical specs to its 
Master Sytem donor. A poor Liquid 
Crystal Display screen doesn't help and 
it has the greediest battery consumption 
of any hand held. It can run present 
Master System games* though. 


Easily the best-selling hand held 
available and with good reason. Loads 
of high quality games around for it and 
clever graphics make up for absence of 
colour. Battery consumption is out- 
standing, with up to 35 hours from a 
single set of Duracells* 
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O Power Adaptor - SpcciraV Ldoo 

Thl» handy link device allow* yon lo inn your Guns Boy 
directly (ram t he mains supp ly. II tnccrparitei an eatremely 
long and flexible lead that allows complete (retdsm of movement. 
Well worth the money if yon use lota of batia rki! I 


5tLng-Ray - SpectraVideo 


I Different tn design to the Manta-Ray aa it gtvw you a long 
r handle thai can ba held firmly in quo hand, leaving the other 


nl 5 Stum. 


O Cu Adaptor - Spectra Video 

If yon do e lot of travelling in your Mum or Dad's ear, ihii 
cute little number will triform your cigarette lighlei into a 
portable source of gaming power. Just simply plug In lo play! A 
great way to save binaries that's light and easy to carry. A Sun - 


O Sigma-Ray - Spectra V ideo 

A table top Joystick that uaai six micro switches on a durable 
steel shaft. Has a rapid fixe option and also house ■ two 
additional (lie bo Mont on I he hue. Available for most home 
computers and console versions axe alio on the market. 3 Stan. 


O Sound Adaptor - SpectraVideo 

Fed up with dodgy mono sound from your Game Boy? The 
iound. Adaptor increases the tound output from your Game 
Boy ■ pe akers. Connected by the earphone socket, it provides 
excellent stereo sound using only two u AA |a batteries. 3 Sian. 


Carry Case for Gam* Bey and Game Goar - SpectraVideo 
BJP An extra durable storage facility for your favourite hand- 
^^held. The lightweight padded protection has enough room to 
comfortably bouse six games and also Includes a three-way 
carrying strap. Also has Stonge space for batteries and cables. 4 
Stars. 


O Manta-Ray - SpedraVldeo 

An ergonomically sound Joystick that fits snugly into the 
hand. Uses six mieroiwiich.es that allow rapid response on 
any game. A solid steel shaft gives good durability and iht package 
is completed with an into-flre option. 4 Stars. 


Comes with 5 stabilizing suction pads and aulo-flre switch. A Stai 


palm bee lo direct. Uses only five micro switches and alto has a 
sled shaft. Anio-Hre is also included. A Stars. 


O P» * SocctraVtdeo 

For use with the Nintendo 1-bit systems. It uses 10 
microswiechcs for control and has a variable auto-fin switch 
for speed and accuracy. A slow motion feature has also been 
included. 3 Stars. 


” stereo amplifiers and Speakers, an adjnslable magnifying 


Jplh Hyperstu - SpectraVideo 

Quite possibly the most hideous Joystick on show today is the 
Ryperstar. A steel shaft efts proudly on the lop and six heavy 
duty micros witches provide the important controls. An auto-fira is 
also included in the package. £ Stan. 


O Battery Adaptor - SpactraVideo 

Eradicates all your battery-related problems. 1 colour-coded 
rechargablo hallary pack that clips into your Game Boy's 
battery compartment. Gives you seven hotun continuous play and 
only takes three hour* lo recharge. A Stan. 


jgpa Superboard - SpectraVideo 

UyP Supports eight and lb-bit Sega systems. Can ba table 
mounted ox hand-held by the bate. Comas with 10 
microswitches thai enhance pliyabUity and also has a variable 
auto-fire (lb-bit only). 4 Stars. 


0 Delta-Ray - SpectraVideo 

A tab la-lop joystick that looks similar lo the old Qulckahoi E£ 
turbo. Uses closed mieroiwitches and alio contains t two- 
speed auto-fir* facility. Versions svsllable soon for Nintendo, Sega 
Meg idrive and IBM PC 4 Stars. 


jBk Handy Cany - SpectraVideo 

ELI The Handy Cany is a bard wearing protective cue that can 
^^be used with your Game Boy. It includes a screen protector 
that reduces the chance of accident ai damage and also gives yon a 
sun visor for the summer. Camas with an adjustable carrying strap. 
3 Stan, 


l Megastar - SpectraVideo 

I A transparent joystick that is also compatible with the 


Nintendo systems. An eight- way directional arcade-type 
control stick sits on the top and two tin buttons adorn the base. 


© Handy Sound - SpectraVideo 

Gan be used with the Game Boy to provide you with s storage 
space For your earphones. Plugs Into the base of the “Boy" for 
quick and easy access. Comes with i set of earphonai. 3 Stan. 


Oi 


Action Replay for Super Nes. Game Boy , NES - SpectraVideo 


:an be youn with a simple touch of a button. Also gives you the 
banco lo find and make your own cheats using the “Gun* 




Handy Hoy - SpectraVideo 

The ultimate in Game Boy accessories! Gives yon extended 


ens, two separate light sources and individual sound and light 
tower buttons. Plus enlarged fire buttons and a joystick control. 
I Stirs. 


games 
5 Sian, 


that a» already available. Excellent value lor money. 


® r«t Pedal - SpectraVideo 

This pedal works with Ibe joystick to provide Ehe ultimate 
rontrol system. It allows you to designate any three of the joysticks 
unctions to the three pedals. Quite useful, especially for driving 
tnd sports games- 3 Stars. 


lUlMegastajr Junior - SpectraVideo 

^^A base-mounted or hand-held joystick thst uses the popular 
ind highly durable steel shaft. Directions! controls are fully 
lucioswitched and an auto-fire option is standard- Also uses a slow 
notion feature that's handy far shoot'em-ups. 3 Stan. 


© | Propad- SpectraVideo 

A transparent joystick that is compatible with boih Sega 
n g rhtne s. An eight-way directional thumb pad is used for direction 
ind three fire buttons give you the deciding edge. Additional left 
ind right buttons , and start and select keys finish it off. 4 Stars. 
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jk cartridge that allows you to effectively oiler your programs 
to your own benefits. Extra lives, ammunition and energy 


dMh Competition Pro Star - Scnmax 

fclj Recognised as one of the best joysticks available. The Comp 
Pro range offer precise reactions and excellent reliability. 
Also includes rapid fire and slow motion. 5 Stars. 


The Super NFS cartridge also allows you to use American and 
Japanese games on your UK console so you tan now play doieni of 


JtVk Free Wheel - SpectraVideo 

Free Wheel ia basically a steering wheel for all your 
driving oi Hying games. Plugs directly into your computer 
and gives you Eh* freedom of movement not usually provided by 
conventional joys ticks. Good Stuff! A Stars, 


A Power Play Crystal - Sonmax 

Uj^A pretty average joystick that con be used on the Sega Master 
System. Incorporates a triple fire action for singly rapid and 
megabant shooting. 3 Stars. 


Competition Pro Mini - Sonm&x 

ty A smaller version of the Comp Fra 5HD0 that fits anuggly into 
^^your hand. Excellently responsive joystick that allows you to 
perform even the most delicate manoeuvres. 5 Stan. 


jj^Mj Turbo Touch 360 (Nintendo) - Triix Control 
^^^StniUaj to the Sega version only this gives you different fire 
buttons and also has start and select buttons. Colour-coded lo your 
Nintendo system, 4 Stirs. 


© Competition Pro Series II - Sonmax 

Sega Megadrive control pad that includes turbo Fire, slow 
motion, three fire buttons and an eight-way directional 
control pod. Deadly gaming that looks cool too! A Stan, 


© ,Konix Navigator - Kbnix 

Compatible with virtually ever home computer, this popular 
joystick offers on unbreakable shaft and a strong fixe button on the 
handle. Also includes an auto-fire option. 5 Stars. 


© Turbo Touch 3GG ■ Triax Control 

Uses a control sensor pad that gives you easy and Immediate 
control without the blisters! Three fire buttons, start and turbo 
bottom and a money back offer complete I his Megadrive and 
Master System package. 4 Stars. 


Kdiiix Speed King (Nintendo) - Konix 
^^^Definiiaiy one of the most popular joysticks on the computer 
has finally made its way onto the Nintendo, Two fire buttons, start 
and select and even an auto-fire have been included. 5 Start, 


2 ip Stick - So tun ax 

^^An excellent joystick thai provides reliability, strength and 
overall precisian when playing your favourite game. Includes 9 
triple fire option- 5 Stan, 


Choosing a video games machine is one thing but then you’ve 
got to seriously think of control methods. No longer is the 
joystick just an add-on for it has now received high status 
within the video games industry. This status is reflected in the 
multitude of colours and strange shapes joysticks are 
available in. Different games players prefer different 
joysticks and a good stick can enhance a game's appeal 
tenfold. There's something for everyone so no one is missed 
out. We've also included a few extras such as hand-held add- 
ons like sound boosters, screen magnifiers and special 
carry cases. A 
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Y ou've got the console, you've got 
the games. But what else can the 
real games freak buy with their 
well earned cash? Read on, and let Bad 
Influence 1 help you decide what your 
next purchase should be. Everything 
from carry cases to GameBoy screen 
lights and magnifiers are available bo 
there should be no complaints when it 
comes to choosing the add-on that 
makes your life that little bit better. 


O Super NES Action Case. 

This official Nintendo product will ensure your box of 
tricks and eight of your favourite games remain perfectly 
safe when in transit. Moulded from some hard shatterproof 
plastic, if 11 only set you back the nominal sum of £19.99 

O NES Action Case. 

Never to be outdone, this ergonomic ally-sound carry case 
nas enough space to hold everything you're ever likely to 
need to feed your gaming needs. It even has space for a zapper 
gun. To you, £19.99 

O NES Cartridge Case. 

“Don't leave those cartridges around your bedroom!” 

Why have your mum shouting and bawling at you when for 
the price of £6.99 you'll he able to store up to 10 of those 
expensive cartridges in this case. 

Game Boy Carry Case 

KM Game Boys are used to the rough and tumble of being 
^crarted around from place to place, but they’re still prone to 
accidents. So why not carry your palm pal and four of your 
favourite games in this neat carry case? 


© Sega Mega Drive Action Case 

Going to a friends for the weekend? Then why not take 
your Mega Drive? As the last thing you want to do is damage it, 
why not buy a carry case. If s either that or pay for it to be 
fixed. Prevention certainly is better than a cure and it* 11 only 
cost you £19.99 

O Sega Master System Action Case 

There’s no point in carrying your Master System around 
willy-nilly on the bus so you can show your mate your new 
Sonic 2 cart. You all know what could happen to it. You could 
drop your leads or, perish the thought, leave your console on 
the back seat. Get yourself a Sega Master System Action Case 
and all your transporting problems will be solved. All for 
£17.99. Nice one! 

O Sega Game Gear Action Case 

So you think you’re a Game Gear fan. I’ll bet you’ve not 
got Sonic. What about a magnifier, eh! Well why not get the 
latest bit of kit, that’s what we say. Yours for a mere £14.99. 


O Game Boy Mains Adaptor 

Imagine if s raining, imagine its pouring, your batteries 
are flat, the comer shop is shut, the TV is broke. Its not so 
bad, help is at hand! How would you like to power your palm 
pleaser from any socket in this house? If so this adaptor is for 
you, you’ll only be set back £9.99 

O Game Boy Power Pack 

If you need that extra bit of power for a long journey then 
get the Power Pack. It’ll give you 10 hours of continuous 
play from a single charge. KRP price of this plug in unit is a 
bargain at £14.99 

JBh Game Boy Power Pack Plus 

UJf This combines the best of both worlds as you get the 
Power Pack, as well as the Mains Adaptor for only £19.99 

® Game Boy Light Magnifier 

Getting on the official Nintendo product tip, is the Light 
Magnifier. This unit will make your gameplay bigger and 
better. Less strain on the old eyes all round. The cost of this 
health -conscious add-on is just £16.99, 


Sega Game Gear Magnifier 

Why should Game Gear owners have to suffer from eye- 
strain when their Game Boy counterparts have no 
problems. Now it’s all sorted out. The Game Gear screen will 
be magnified by 2.5, and all for only £14.99 

© Game Boy Super Action Case 

Billed as the ultimate Game Boy accessory pack. Coming 
complete with a Light Magnifier, Power Pack and Mains 
Adaptor as well as storage for your Game Boy, 7 games, 
earphones, spare batteries and a link cable. If s not cheap at 
£39.99 but you do get a lot for your cash. 

© G-Rack 

A nice little video games storage rack for you priced at just 
£9.99. This little baby will hold both Nintendo and Sega 
carts, so now you don't have to leave them thrown all over your 
bedroom. 

All these goods can be obtained from LMP (Leda Media 
Products) of Stonemanson's House, 75 Railway St, Hertford, 
Hertfordshire, SGI4 1KD. Telephone 0992 503133. 
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WHAT YOU'U WIN 


The MegaDrive has rapidly become the 
most popular console games machine 
around, way ahead of the NES and Master 
System. There are absolutely hundreds of 
software titles available and the torrent of 
releases looks set to continue for quite 
some time. Whether it's simulation, 
platform, arcade or any other style of game 
you're after, look no further than the 
MegaDrive - and look no further than Bad 
Influence! Magazine. 

Once you have assembled your piccy, 
fill out the coupon and send the whole 
shebang to: 

Triple Bill Compo, 

Europe House, 

AdJington Park, 

Macclesfield SKID 4NP 
All entries should reach us no later than 
March 31. 
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TRIPLE BILL CONTEST 

Age 


Name 


Address 


My computer/console is 

^ Tick this box If you do not wish to receive promotional material from other companies 
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AND A TOP PRIZE! 


The most popular console games machine has to be 
the Sega MegaDrive . Research shows that it is the 
most widely sought after unit on the market, and the 
vast array of software for it backs this fact up. 

With such an incredible reputation, we at Bad 
Influence! Magazine and Electronic Arts have put our 
heads together and come up with a real fab 
competition. We’re offering one MegaDrive each to 
the three lucky winners - plus a copy of PGA 
Tour Golf . I L t J 

While reviewing PGA Tour Golf on the MegaDrive 
-it's featured on Page 68 -one of our screen pictures IlHflWf 
fell to the floor and incredibly broke into several 
equal portions. Our poor old production editor tried 
desperately to fix it for hours, but to no avail. 

So we’re calling on you as expert games players to 
do the necessary. The challenge isn’t an easy one and |Htw 
joining together the many broken parts may prove 
too much for you in the end. But we're sure you'll do your best! 

So cut the pieces out and rearrange them in the correct order. 
You can photocopy your piccy if you don't want to cut up your 
precious issue of Bad Influence! Stick the pieces, in the correct 
order, on to card or paper - we don't want the bits spilling all over 
the floor again when we're trying to decide whether YOU are 
the winner! 
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excellent IDEA, ■ 

BRILLIANTLY ^ 

EXECUTED - ° E. 

I .UMESMASTW MAGAZINE ^ 
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G. I. Ant™ is a soldier ant He's extremely clever, and highly trained in 
tactical manoeuvres. What's more he's extraordinarily strong and 
super smart! His latest mission is to gain access to the crazy world of 
Captain Rat's Treasure Caves. Very straightforward...NOT! 

You see, this particular cave is a tunnel entrance to Domino Domain - a mini-world 
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comprised of nine different continents. G.l. must negotiate many screens of 


mind-teasing problems. Each level has a door 
to the next To open the door, the 'Trigger" 
domino-block must be felled by causing a 
chain reaction with ail of the other domino- 
blocks in that level. 

Pretty easy **# NOT! 
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May the farce be with 
you in the 5th episode 
involving the most 
highly decorated 
caretaker in the Universe 




ear-splitting music 



Roger Wilco is back as a newly 
graduated captain! 



Become the captain of your own 
destiny 


Excellence in 
Adventure Gaming. 


Help Roger and his crew of misfits zip through the 
cosmos in pursuit of the space villain who is dumping 
bio hazardous waste on unsuspecting planets. 

Watch as true 3-D images realistically sweep by whilst 
you’re cleaning up the universe and making it a safe 
clean place to take the kids. 

Also escort Roger as he meets the famed “Hologram 
Woman” from Space Quest IV and help our hero make 
the transition from Custodia to Casanova. 


• SIERRA* 


For further information call: 

(0734) 303171 







